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When it’s done 


Quit promoting and get to work by Steve Bauman 


been taking suggestions from readers, and progress has been moving at a steady rate. We’ve 

taken our message to the streets and have started promoting its revolutionary features. 
Unfortunately, we missed our deadline at the printers. Fear not, dear reader—we have your best 
interests in mind. We'll give you the issue “when it’s done.” 

Can you imagine a magazine that operated on such a principle? Can you imagine any project? 
Can you imagine an entire industry? OK, can you imagine any industry other than the computer 
game industry? 

“When it’s done” has become the mantra of many software developers, and even one publisher 
(Gathering of Developers). It’s a fabulous marketing term, assuming it’s directed at the public and 
not retail stores or shareholders. It provides all of the answers you could ever need about a prod- 
uct’s release date yet is utterly meaningless about the specifics on “when” or “how.” 

“When it’s done” is one of the ways game companies are trying to deal with the problem of 
missed release dates, but anyone who’s ever done any project knows they can’t have any structure 
without deadlines. For example, at this magazine the writers, art staff, and production people all 
have fixed deadlines that cannot be missed. Somehow, we all manage to be a wee-bit late from 
time to time, though never late enough to actually delay an issue by a month. At crunch time, we 
are forced to rush the issue, and they occasionally go out the door “buggy”; fortunately for a mag- 
azine, this is manifested only in relatively innocuous things like typos and the occasional screwed 
up picture. We haven't had an issue (yet) that failed to open. 

Obviously there are differences between producing a monthly magazine and a computer game, 
and we're not so arrogant as to tell game companies how to properly manage their internal pro- 
jects. That’s their business, and they know it better than we do. However, we are arrogant enough 
to tell them how to manage their external media coverage. 

Being open with the public at an early stage, either directly or through the press, is a lose-lose 
situation for developers. Your designs aren't written in stone, you may promise features you can- 
not possibly deliver, and you build expectations for your products you can never reach. 
Unfortunately, there’s so much media out there nowadays, particularly online, that companies 
can't help themselves. Publishers want “buzz” and hype surrounding the products so they'll be 
able to get copies onto store shelves. And the press just wants to sell more copies of their publica- 
tions or get more people to click on their articles. 

Unfortunately, the resulting drive toward earlier and earlier coverage of titles isn’t particularly 
productive for everyone involved. The press gets blamed for talking about features (and occasion- 
ally entire products) that never appear, publishers take heat for missing releases, rushing releases 
or being non-committal toward release dates, and readers build up levels of anticipation no titles 
could possibly attain. 

It may seem like heresy coming from a magazine that spends a large percentage of its editorial 
efforts previewing upcoming products, but publishers and developers should stop promoting 
their products until they have reached, at a minimum, the Beta stage of development. They could 
change the date of the start of their marketing plans from “when it's announced” to “when it’s 
(nearly) done.” 

Game companies could use the film industry as a model. While the film industry has written the 
book on over-hyping products, they aren’t dealing with moving release dates—their promotion is 
usually tied to a release date that’s written in stone. Their promotional efforts often start with a 
completed or nearly-completed film. Sure, there’s some promotion when filming starts or when a 
project is announced—this approach applies to gaming as well. The serious promotion usually 
doesn’t start until principle photography is complete, which may be the equivalent of a feature- 
complete game in an Alpha or Beta phase of testing. 

This solution doesn’t address the fundamental problem the industry faces of increased game 
complexity, problems with time management and the moving hardware platform (a topic covered 
in last month’s “In the red” editorial). It’s also unlikely to be adopted any time in the near-future 
because it requires the industry to shift its financial model from “finish it, ship it” (usually at the 
end of a fiscal quarter) to “finish it, sit on it, ship on a date that fits our marketing plan.” 

Regardless, as gamers ourselves, we'd love nothing more than for companies to stop whetting 
Our appetites for products too far down the road. When we discuss features in our preview articles 
that are missing when the products ship, it makes us look as bad as it does them. # 


F or the past few months we've been slaving away at the next issue of the magazine. We've 
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turned its attention eastward to Russia, and is preparing to invade the 
Motherland in the largest military operation the world has ever seen. Tens a 


Now you can command the complete forces of either nation on the Eastern 
Front, in a wargaming simulation of unprecedented scale and detail. = 


Radical new approach to wargame design gives you control of troops by the thousands while the 
game engine simulates movement, engagement, supply, morale, and more with incredible detail 
that goes all the way down to individual companies. 


Plan operations just as a real commander would, drawing operational maps and drafting orders to 
distribute to your armies then watch as your commands are carried out in real-time. 
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Wage war on real terrain with realistic representation of command and control. No hexes, no turns, Windows® 95 CD-ROM Strategy Game 
just pure simulation of military command on an unprecedented scale. www.imagicgames.com 
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How far are you willing to go to keep your men alive? There are 
no rule books. No how-to guides. You've got to use your head, 


improvise, and change your tactics at a moment's notice. Are 


you up for the challenge? 


As the war drags on, the technology gets better. You can choose 
between rocket artillery, off-map artillery, flamethrowers and 

80 different vehicles, to name just a few. Not to mention over 
300 squad types and 60 different kinds of soldiers. 


1941 to 1945. Four grueling years of war. Four dramatically different 
seasons. From mind-numbingly cold winters to impossible-to-budge 
muddy springs. Every weather change comes with a new set of 


problems. You won't make it if you aren't prepared. 


Take your troops from the open field tundra to Berlin. Maps are 
bigger and based on actual aerial photographs with amazingly 
accurate elevation detail. The maps may be historic, but the 


outcome of the war is unwritten. Will history repeat itself? 


Day one. You're a low-ranking commander. But keep your 


troops from fleeing or getting killed and you'll soon find 


yourself advancing in rank and commanding more units. www.microsoft.com/games/closecombat 


Consoles go online 


Is this a brave new world or foul blasphemy? by André Vrignaud 


the Sony Playstation, Sega Saturn, and 

Nintendo 64) are often given short thrift by 
PC gamers. There’s a perception that the con- 
soles just don’t have the power or capability to 
allow a “deep” gaming experience, especially 
when it comes to traditional PC Gaming 
strongholds such as online gaming. 

Now, I'll admit that there’s usually a leapfrog 
effect in play here. The PC will come out with 
some sort of neat new toy (such as 3D accelera- 
tion), and then a new generation of consoles 
will come out and put the PC to technical 
shame for a little while... until the PC leapfrogs 
ahead yet again. It’s an endless cycle, but 
through it all, the consoles have had one con- 
sistent shortcoming—they’ve never really been 
able to support multiplayer gaming all that 
well, much less online multiplayer gaming. 
Well, that’s changing now, and it’s well worth 
keeping an eye on as it stands to change your 
online gaming experience, hopefully for the 
better, but potentially for the worse. 

Traditionally, consoles have supported mul- 
tiplayer gaming through a variety of kludges. 
Console manufacturers released add-on prod- 
ucts such as multitaps (basically a box that 


I t seems as though game consoles (such as 


[clockwise] It’s quite possible that PC and Dreamcast owners will be playing Sonic 3D online togeth- 
er... heresy or heaven? A symbol of potential chaos ahead? Look deeeep into the swirl for the 
answer...; This little box could be the harbinger of big changes in your online gaming experience; 


It’s an endless cycle, but through it all, the 
consoles have had one consistent shortcom- 


ing—they’ve never really been able to sup- 


port multiplayer gaming all that well, much 
less online multiplayer gaming. 


allowed you to plug two or four controllers 
into a single controller port), and link-up 
cables, both of which cost extra and were 
often a pain to use. 

With the advent of the 32-bit generation of 
consoles (such as the Sony Playstation and 
Sega’s Saturn), we began to see a shift in think- 
ing. Manufacturers began to design their con- 
soles with multiple controller ports so you 
wouldn't have to buy additional hardware 
other than the controllers. And some console 
companies (Sega in particular) began to play 
with online delivery of titles via cable and other 
means. Mix into all this the fine phenomenon 
we call the Internet, and the future becomes a 
little clearer. 

Take, for example, Sega’s soon-to-be 
released successor to the Saturn, Dreamcast. 
Sega seems to have thought very carefully 
about their latest foray into the gaming market, 
and the company has made some intriguing 
choices. For one, they continued the tradition 
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of building multiple controller ports in the con- 
sole. Another, extremely interesting, choice 
they made was to include a 33.6 Kb modem 
with the system, and they plan to support it 
with almost all their titles. You'll be able to 
login to whatever matchmaking service Sega 
uses and be able to play small games head-to- 
head with your friends, and longer term you'll 
also be able to play in large-scale online persis- 
tent worlds. 

So far so good. Sega’s done a good job of 
hyping the system, and quite a few people are 
already sold on it. However, this is what really 
interests me—Dreamcast is using Windows CE 
as its operating system. As many of you might 
know, WinCE is a stripped-down version of 
Windows that Microsoft is pushing for smaller 
devices such as palm tops, PDAs, and now, con- 
soles. The nice thing about WinCE is that it’s a 
variant of Windows, and as such, makes it a lot 
easier to port titles to and from Windows titles 
on the PC. 


Dreamcast. 


Suddenly Dreamcast turns into 
a portal of sorts, allowing the tra- 
ditionally separate console gam- 
ing public potential access to PC- 
only online titles... and also allowing PC own- 
ers to play against all the console owners out 
there. Don’t underestimate the raw power of 
this new generation of consoles—the Unreal 
engine is already running on Dreamcast, and 
looks as good as the highest-end PC version 
you can imagine, and there's absolutely no rea- 
son titles such as Asheron’s Call and Ultima 
Online couldn't be ported too. 

The good news is that the audience for 
online titles potentially becomes much larger, 
and is no longer fragmented by incompatible 
Standards. Companies have a greater financial 
incentive to develop larger and more complex 
titles, and we might start seeing some true 
advancements to this relatively stagnant gam- 
ing world we live in. 

The bad news? Many of the console gamers 
out there are young, and relatively immature. 
While a PC gamer is traditionally in the 18-34 
year-old range, many console gamers might be 
anywhere from 10-16 years-old. Now, let me 
say that I’ve met many a younger gamer that’s 
been intelligent and mature, and have had a 
great time playing with them. But I'd also ven- 
ture out on a statistically-unproven limb and 
state that there’s a far greater percentage of 
immature players on the console side, and that 
we might just be standing in front of the flood- 
gates of a KrAd! Armageddon. One way or 
another, | believe that the demographics of 
online gaming are going to change greatly 
over the next few years as a result of these con- 
soles... and it’s going to be a heck of aride. mm 
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When you design and build a 58-story tower with everything from deluxe hotel 
rooms to juice bars to security systems, problems will arise. And some will be 
more challenging than others. Like massive fires. Terrorist bomb threats. And 


living under the hottest rave in town. From Yoot Saito, the creator of Sim Tower. 
www.yootpc.com 


Deception! Terrorist action has seriously injured Gowron. As a member of the Klingon Honor Guard, 


you must take revenge. And you must be swift and merciless. With 10 grisly weapons in your arsenal, 


revenge will be yours. Powered by the Unreal” engine, you’ue never seen the Klingon world like this. 
This violent. This bloody. Today is a good day to dig. 


(4h 1H 


THE EXT GENEHATION 


STAR TREK: THE NEXT GENERATION ™ @ & ©1998 Paramount Pictures. All Rights Reserved. & 
Used under license. STAR TREK and related marks are trademarks of Paramount Pictures. Z 
Game design and underlying computer code © 1998 Hasbro Interactive and MicroProse, Inc. — 4 
H ASBR 0 All Rights Reserved. MICROPROSE is a U.S. registered trademark and HASBRO INTERACTIVE = = 
3D | -, and the HASBRO INTERACTIVE logo are trademarks of Hasbro or its affiliates. MicroProse is a 
Mteraclive — subsidiary of Hasbro. All other trademarks are the property of their respective holders. AV TATA ie oo Bom me) prose.com 
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The Developer’s Dilemma 


Give ‘em what they ask for or what they really want? by Scott Udell 


CG Online (www.cdmag.com) forums over 

Dune 2000; many of the postings were 
complaining that the game wasn't really a 
sequel but just a “rehashing,” that they’d 
expected Westwood to give them a whole new 
game based in the Dune universe. | just had to 
sigh; you see, Westwood never said that the 
title was a new game, but that it was, basically, 
the same game with the one major new feature 
that they said fans of the original Dune // asked 
for: multiplayer. People wanted Dune // with 
multiplayer and new graphics, and that’s exact- 
ly what Westwood gave them. Now, if the posts 
had been complaining about the quality of this 
new feature, that would have been one thing 
(and, indeed, as shipped the multiplayer had 
problems), but instead the complaints were 
that Westwood was just giving them exactly 
what they asked for. 

On the flip side, there’s Master of Orion II. 
There was a sequel, or a remake, that signifi- 
cantly changed gameplay and, while some 
responded positively to the changes, many 
complained that they thought the games was 
ruined. All they really wanted was the old 
game brought up to “new standards” (what- 
ever that means—one presumes graphics). 
You hear this a lot about old games, especially 
the ones with a lot of nostalgia attached to 
them. CG Strategy Plus editor Steve Bauman, 
likes to point to what I'll call the “M.U.L.E. 
Instance” as an example. M.U.L.E. was a very 
popular strategy game from back in the early 
history of computer gaming (back before the 
term “strategy game” even really existed). 


F or a while there was a bit of a furor in our 


Many of us remember it fondly, and many ask 
for a redone version “just like the original, but 
better.” How many, though, who call for such 
a beast (so to speak) have actually played the 
game within the last 10 years? Is it really still 
as fun as Civilization, Command & Conquer, or 
Heroes of Might and Magic? |\s it as fun, or even 
better than, something completely original? 
Think about it. But then, say Electronic Arts 
came out with a M.U.L.E. 2000, a game that 
used the original as a starting point but was 
substantially changed. Would it suffer the 


and | really don’t have an answer, especially as 
|, as a gamer, am just as guilty as anyone else, 
guilty and hypocritical in the same instance. 
For example, | liked Terror from the Deep 
almost as much as | liked X-COM (something 
very few X-COM fans say) but Red Alert left me 
cool compared to Command & Conquer. It's all 
a very personal thing, and seems to revolve 
around the experience we derive from a 
game, something that will be different for 
each and every gamer. Perhaps a simple 
method would be to set a standard for nam- 


I do have to feel sorry for developers trying 
to address the sequel issue—it’s a case of 


damned if you do, damned if you don’t... 
even damned if you try. 


same fate as MOO //? I’ve got to wonder. It'll 
be really interesting to see how, in the end, 
Railroad Tycoon II is received. 

| do have to feel sorry for developers trying 
to address the sequel issue—it’s a case of 
damned if you do, damned if you don’t... 
even damned if you try. Ways to get around 
it? Well, you could take Blizzard's approach, in 
which instead of doing a Warcraft III they did 


Starcraft—similar game style, different setting. 


Better yet, a completely original game, but we 
know how easy that is to achieve. It’s tough, 
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ing games, wherein things that are direct 
sequels (in other words, very similar game- 
play) get the addition of a Roman numeral, 
while games that are based on or derived 
from an earlier game get a name tie-in but not 
a number. It would be up. to gamers, then, to 
realize that one experience will be “more of 
the same” (but hopefully in a good way) while 
the other will be similar or related to but 
potentially quite different. Hmm; knowing 
gamers, though, there’s fat little chance that'll 
happen. Developers, | feel for you. # 
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: [clockwise from left] Master of Orion Il—a sequel that was modified gameplay-wise and was largely roasted for it; Dune 2000—a remake that 


; wasn’t a sequel (few if any significant) gameplay modifications.. 
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.and it was largely roasted for it; What reception will Railroad Tycoon Il face? 
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Sleep-deprivation in Norr 


Mesmerized by Everquest beta test by Cindy Yans 


his morning | was running from a Frost 

Giant, plaid kilt flying, terrorized and alone, 

desperately trying to find my way back to a 
place where | might find some help. He was a lot 
bigger than me—a /ot bigger—with one foot- 
step equal to a dozen of mine. | shouted 
“Somebody please help this Barbarian Shaman! | 
don’t know where | am but somewhere in 
Everfrost Peaks heading southwest, with a Frost 
Giant breathing down my neck! He’s pummeling 
me nearly to death!” No one answered. | slowly 
realized that | was going to die. | shouted again, 
“Please...somebody...” Then the alarm rang and 
| bulleted from prone to vertical and pounded 
the snooze bar, happy to be so very not dead, 
but realizing that | must be spending too much 
time in Norrath these days. 

Sony Interactive’s Everquest beta test is in 
Phase 3 at this writing, and the world is shaping 
up beautifully. | want to marry it. (If perchance 
you have never heard of Everquest, it is a mas- 
sively multiplayer online-only role-playing game, 
see last month’s feature article.) Norrath is a mys- 
tical, magical place in which one might so easily 
become lost, both literally and emotionally. 
Literally because there is no mapping utility, 
which makes extensive exploration even more 


Pounded by a mountain orc in the hills 
of Everfrost 


necessary. A general view of the world is avail- 
able during character creation, but that’s about 
it. Once | became hopelessly lost as | attempted 
to travel from Qeynos on the west coast to 
Freeport in the east. Mountains and bodies of 
water made backtracking an inevitability, and | 
probably circled the same set of dwellings a 
dozen times. Hopefully, a few people will make 
maps and upload them to fan sites for us lazy 
folks who burned out after mapping dozens of 
text adventures years back. 

Emotionally? Well all of the quests aren't in the 


“Get off the boat at the first stop from Freeport, 
good lady, and swim to the second island to the 


west.” It’s the music. It’s the sunsets. It’s... giving 


me nightmares. 


_ Barbarian chick confronts barbarian 
_ Guard on the way into Halas 


COMPUTER GAMES 


game yet, and there is a fair amount of NPC 
behavior to tweak. The world goes down consis- 
tently, and there are occasional lockups, all par for 
the course in a beta test. But all these things 
aside, | can honestly say that this world has 
sucked me in more than any massively multiplay- 
er experience I’ve tried. The Realm and Meridian 
have their moments, and U/tima Online, beloved 
by many and despised by some, certainly paved 
the way for greater things to come. Everquest, 
however, is mesmerizing even this early in devel- 
opment. It’s the multi-view 3D engine, it’s the 
beautiful spell effects, it’s the time when | was rid- 
ing by an island on a boat, saw some folks fight- 
ing from afar, and when asking them how the 
heck they got there, hearing “Get off the boat at 
the first stop from Freeport, good lady, and swim 
to the second island to the west.” It’s the music. 
It’s the sunsets. It’s...giving me nightmares. 

| hope I’m not setting myself (or you) up for a 
fall if the final product does not come up to snuff. 
After all, all that glitz is enticing, but long term 
solid gameplay is what matters in the end. A 
beautiful bride does not necessarily mean a good 
wife. Maybe I'll hold off on the marriage proposal 
and avoid a messy divorce. 
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A snow leopard tries to crush you, but misses! 


There are a variety of skills in Everquest 
which will be key to the character’s suc- 
cess in the game. Here are a few of the 
more exotic ones, with the addition of a 
fake skill. Which skill doesn’t belong? 


Alcohol Tolerance 

This skill allows the player to mitigate the neg- 
ative effects of consuming alcoholic bever- 
ages—long nights at the tavern have never 


been easier 


Alteration 
Related to the art of magic, this skill deals with 


changing things, whether it be illusion or actu- 
al physical change 


Backstabbing 

A must for the aspiring Rogue, this skill adds 
tremendous power to the rear attack. Don't 
bend over. 


Brass Instruments 

Certain Bard songs (their special magic) 
require certain instruments—a nice tuba or 
trombone helps 


Eagle Strike 
A special Monk attack where the power of the 
monk's god is channeled through his fist 


Feign Death 

A special Monk ability to appear dead—espe- 
cially effective when it’s after midnight and 
your company will not leave 


Kvetch 

A Human female skill that produces a never- 
ending stream of annoying chatter guaran- 
teed to make opponents as well as party 
members run for the hills 


Riposte 

A special Warrior ability similar to parry, yet gives 
the character an additional attack in response 
to his opponent's negated melee attack 
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“The most anticipated 


computer game of the year 
is truly unreal to play TILL 


‘ behold.” ws. TIMES 


"After years of development, = 
the wait for Unreal was ~ 


Wort He sant one | 


“If You, could hire intel 


. Light and Magic to render ic 
your perceptions, (this) is y 
how you would see the — : 


world.” it, 
~ NEW YORK TIMES. 


“Unreal is awesome... 
for once, believe the hype.”. 


| , - NEWSWEEK 
Le me It was four years in the making. It has been 
“Unreal Rocks. g the most anticipated game of all time. 
And it is like nothing you've ever seen - or 
3 > COMPUTER GAMING WORLD played - before. Unprecedented graphics. 
| fy teh Uncanny artificial intelligence. Unending 


community. Unmatched gameplay and with 
Unreal level packs on the way, the Unreal 
universe will only get bigger . . . and better. 
So what are you waiting for? Get Unreal. 


available at your local retall store 


Order direct at store. Pehla btcleclethucmertlin me) mere] || 1-800-610-GTIS. 
Visit unreal. gtgames. com and get the latest Direct3D — 
ao aD OYST patches. Now you can play Unreal on more 
“4 oe a Wan ever before! ee 
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More stuff about sticks 


Proposals, forces, and upgrades oh my! by Ben Chiu 


received quite a bit of mail regarding 

the proposal for some sort of joystick 

button standard for flight sims [CGS+ 
94]. First let's make it clear that no one is try- 
ing to take away the ability to program your 
own button configuration and layouts. A 
programmable joystick will remain program- 
mable regardless of any standard that may 
emerge. What | proposed was a default lay- 
out that'd produce a level of initial familiari- 
ty to anyone familiar with the "standard." 
This would also make modifying your own 
preferences simpler because you're dealing 
with a known quantity. 

| discovered that a reader, David "Mystic" 

Sandberg, has been designing ThrustMaster 
setups similar to my proposal all along. His 
ThrustMaster files can be downloaded from 
http://home.bip.net/snajper/. Best of all, 


position of the flight control surface/stick 
position. While this may achieve the desired 
end result (roll rates that meet the specs), it 
isn't very realistic. 

The other (more accurate) solution is to 
increase stick forces on a force feedback stick 
to model the effects you'd really encounter if 
you were really flying the airplane. The pilot 
would be "in the loop" and would directly 
control roll rates/aileron effectiveness. Of 
course, without a force feedback joystick or 
joysticks with weak force feedback forces, this 
type of implementation can lead to some 
strange and unexpected end results in sims 
that use this method of modeling. 

Currently many sim folks view force feed- 
back technology as a gimmick, a sort of phys- 
ical sensory equivalent of eye candy, but as 
flight sims become more advanced, force 


...many sim folks view force feedback tech- 
nology as a gimmick, a sort of physical 
sensory equivalent of eye candy... 


these are all available for free and you modify 
them to your heart's content. 

I've spoken a bit about how controllers can 
affect one's perception of how a flight model 
feels. But in addition to the effects directly 
relating its physical attributes 
such as size, style, layout, 
placement, resistance, etc., 
the type of controller you use 
can affect how the flight 
model performs. To illustrate 
this concept, let's look at how 
high speed roll rates are 
modeled. 

In real airplanes, maxi- 
mum roll rates in non-aileron 
assisted/boosted aircraft are 
limited by pilot strength; as 
airspeeds increase so do 
stick forces. There comes a 
point when the pilot can't 
pull anymore although the 
airplane could theoretically 
roll faster. 

When this phenomenon is 
"translated" into a sim, we 
run into some realism/imple- 
mentation issues. The way 
that many flight sims have 
addressed this problem is by 
artificially limiting roll rates to 
reduce aircraft responsive- 
ness without regard to the 
amount of maneuvering 
force created by the actual 
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feedback controllers may become a necessity. 


Theoretically there'll come a time when flying 
without a force feedback stick will be viewed 
as more of an arcade-ish experience. 

Another consideration that may become 


Touted as providing better, faster, and stronger force feedback effects the 
WingMan Force from Logitech features a cable-driven mechanism 


Equipped with trim rockers, separate mix- 
ture, prop, and throttle controls, view hats 
and usual buttons galore, CH Products’ 
Flight Sim Yoke may be just what virtual 
pilots have been yearning for 


equally important is the level of force a con- 
troller relates to the user. Logitech's new 
WingMan Force features a cable-driven 
mechanism that's touted as providing better, 
faster, and stronger force feedback effects 
[See review on page 102]. If one stick only 
produces 3lbs of force and another 13lbs of 
force, obviously the experience will be differ- 
ent. (Oy vey! Does this point to the need for 
yet another standard?!) 

Speaking of Universal Serial Bus, will USB 
controllers cause the next wave of "must 
have" upgrades for sim heads? For end-users, 
USB controllers maybe exactly what we've 
been waiting for. The USB specs state that up 
to seven low-bandwidth controllers (game 
controllers, mice, etc.) can 
be simultaneously con- 
nected to a system before 
you'll start noticing perfor- 
mance hits. Now | won't 
predict that the flexibility 
afforded by seven con- 
trollers will be all that any 
sim'er will need forever 
(won't fall into the old 
"640k of RAM is all anyone 
will ever need" trap), but 
it'll provide ample breath- 
ing room for a while. (Or 
at least until software 
catches up again.) 

For those of us lusting 
for twistable knobs and 
more separate physical 
controls and buttons than 
can be afforded by two 
controllers, CH Products' 
upcoming Flight Sim Yoke 
looks to be a giant leap in 
the right direction. 
Coming in USB and stan- 
dard gameport flavors (no 
idea how the latter works) 
it's something worth 
watching. mm 
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| COMMAND, DEFEND, AND CONQUER COLONIZE THE PLANET AND BEYOND 
} * . . . 
Command powerful armies and make every social, economic Retrace the steps of mankind across the globe. Build orbital 
) and political decision. Deploy over 65 beautifully-detailed units, 7000 space colonies and add speed to your arsenal. Discover and harvest 
| years worth of weaponry, and over 100 technological advances. vast oceanic resources to grow immense underwater empires. 
isa registered trademark and Cal to Power is a trademark of Activision, Inc. CIVILIZATION computer games © 1991-1998 MicroProse Software, Inc. CIVILIZ TION is a trademark or registered trademark of MicroProse, Inc. or its affiliated companies. This product is made and sold under license from MicroProse. All rights reserved. All other trademarks and trade names are the properties of their respective owners. 
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HUMAN BEINGS 


© 


EVERY MOVE [S PATTERNED AFTER RFAI 


~ EXCEPT THE RETURNING-FROM-THE-DEAD PART, 


INTRODUCING LOCKE — an ancient warrior as well as stealth mode for slitting throats, projectile 
whose moves are so lifelike, its hard to believe hes — . weapons to kill from afar, and 30 magic spells. Of 

been dead for 10,000 years, Resurrected for the noble course, if 25 types of enemies aren't enough for you, try 
purpose of saving the daughter of a warlord, Locke the multi-player mode that invites up to 4 people in 
goes about his business in an anything but noble fashion deathmatch and dungeon fare, Revenant is a living, 
hacking, slashing and otherwise mutilating a field of breathing, and often horrifying world filled with caves, 
enemies that don't go down easy. Which is precisely dungeons, ruins and many more customizable levels to 
why Locke has such an intricate fighting system that explore. But no matter where you go with Locke, we = 
features real-time attacks, combinations, and fatalities think you'll agree: Life is better the second time around, 
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Enter the Revenant World at 
» www.eidosinteractive.com 


CERNE MATIX. 9 OE 4: 


ClNEMATIX STUDIOS is a trademark of Cinematix Studios, Inc. EIDOS INTERACTIVE and REVENANTaage trademarks of Eidos, ple. ©1998. All rights reserved. 
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D CONTROLS REQUIREMENTS 
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NO.99 DEMOS / KEYBOAR 


REQUIREMENTS KEYBOARD CONTROLS 
Sierra Online Cycle Camera View Forward 
WwwW.sierra.com : |. 
Tech Support: 425-644-4343 Cycle Camera View Backward 
eturn to Krondor is the sequel to Sierra’s episodic Betrayal Windows 95/98, 166MHz Stop Everything 
at Krondor from the early 1990s. It is set in Raymond E. Pentium or higher, 24MB RAM (A) Attack 
Feist's world of Midkemia, and will offer many of the key 
RPG elements found in the original with updated technology. fA) Attack Menu 
During the quest, players 
assume the roles of five main Control 
characters, Squire James, a fo) Defend 
reformed thief; the Keshian sor- 
ceress Jazhara; William Stand & Defend 
ConDoin, son of the magician LE.) Examine 
Pug; a roughhewn Warrior- 
Priest of Ishap named Brother (F Finish Movement 
Solon; and Kendaric, the reluc- 
tant wizard whose magic is the Guard 
group’s only hope of victory. {shit Stand & Guard 
The story revolves around the 
disappearance of the Ishapian [') Inventory 
Church’s most sacred relic, the Combat Menu 
Tear of the Gods. : 
The rather large demo allows {P. Pick Up 
you to play through an entire 
chapter of the game, which, for (5, Spellcast 
expository reasons happens to be 


the first Chapter—Chapter Zero. 


pated sequel to Descent! and // takes the 

mind-bending, pulse-pounding experi- 
ence to yet another level. This time around, you 
will experience everything you experienced in / 
and Il—it’s unmistakably still Descent—but in 
addition to the subterranean shooting action, 
you'll be able to fly out of the mines into the 
planetary atmosphere where you can soar 
above the surface of the planet, engage in 
combat with enemy air and ground forces and 
use 10 new, lethal weapons to obliterate a 
more sophisticated 
batch of robots. True 


T he vertigo continues as the highly antici- 


physics modeling fA) Accelerate Automap 
includes better colli- 3 
sion detection, sec- Reverse Bank left 
ibaa a oe Afterburner Bank right 
degrees of gravity ‘§ Turn left Slide left 
per world. 7 : : : 
REQUIREMENTS The demo offers jy Turn right Slide right 
one very extensive Fire primary weapon Slide up 
Interplay Productions level and includes mul: |i geeeoh : : 
www.interplay.com tiplayer support. The Cee Fire secondary weapon Slide down 
Tech Support: 714-553-6678 current plans call for | san ci sun 
Windows 95/98, 200MHz Pentium or higher, up to 32 players and all LF) Flare Slide sideways while 
32MB RAM, 3D video card DirectPlay protocols to (H)) Headlight using arrow keys 


be supported. 
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Windows 95 


REQUIREMENTS 
= MicroProse 


510-522-1164 


Windows 95/98, 
166MHz Pentium or 


higher, 32MB RAM — 


REQUIREMENTS 


Activision 


- www.activision.com 
Tech Support: 


310-255-2050 


Windows 95/98, 
-166MHz Pentium or 
higher, 32MB RAM, 
3D card 


REQUIREMENTS 


Activision — 
www.activision.com 
Tech Support: 
310-255-2050 
Windows 95/98, 
Windows NT, 
166MHz Pentium or 


‘higher, 32MB RAM 


oo 


GT Interactive 
www. gtgames.com 


Tech Support: — 
888-226-5656 


Windows 95/98, | 


166Mhz Pentium o or 
higher, 32MB RAM 


“Uprising 2 <— ass 4 I] s00 


sealseianrcas 


‘www. Sdo.com 
Tech Support: 
650-261-3454 
Windows 95/98, 
166MHz Pentium or 
| higher, 32MB RAM 


re: 3D Real-time 


Action/Strategy 


REQUIREMENTS 


www.eidos.com 
Tech Support: — a 

: 415-547-1244 | 
Windows 95/98, 
166MHz Pentium or 
higher, 16MB RAM 


REQUIREMENTS 


Ripcord Games. 7 
-www.ripcord.com 
Tech Support: — 
425-889-7099 
Windows 95/98, 
-133MHz Pentium or 


REQUIREMENTS 


CGCD-ROM INSTALLATION 


Place the CD disc in your CD-ROM drive. The disc will cee: if it fails to do so, right click on your 
CD-ROM icon (located in “My Computer’): and select OPEN. Double-click the “install” icon. 


Windows 3.1. 


Place the CD in your CD-ROM drive and oa File, Run from the Program Manager. Type 
“D:\INSTALL,” where D: is the letter of your CD-ROM drive, and press ENTER. Follow the instructions 
on screen. After installation is aie double-click the created icon to start. 


Still having problems? Send a description of the problem along with your system configuration to 
cgcdtech@cdmag.com, or mail a letter with the same information to the address below. if you 
have a defective CD-ROM, a replacement can be obtained by sending the original CD to: 


Computer Games 

63 Millet St. 
Richmond, V1 05477 
ATTN: CD replacement 
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‘Revolutionary new hattlefield physics _ 
- Deformable terrain, energy weapon 
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Gommand & Conquer is a registered trademark of, and Cormmand & Conquer Tiberian Sun, and Westwood Studios are trademarks of, Westwood Studios, Inc. 
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ORIGINAL COMMAND & CONQUER 


In the year 2033 
cancer has been 
cured. global 

warming. has 
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Tit tis the cause of this strange affliction? 
__ISit Some kind of bio-chemical agent that has oe oe 
been unleashed upon the world? Or is this A 
~~ Armageddon, as predicted in Biblical —— 
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Learn more about the affliction at www.cavedog.com 


What effect these shakeups will 
have on Daikatana is unclear 
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Fora daily dose of the — 
Ficase lil ths cays aiy 
and rumors, be sure to 


stop by our web site at: 
WwWw.cdmag.com 
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it appears as if 

there’s a crisis at 
the high-profile Texas 
developer ION Storm. The 
company, founded by for- 
mer DOOM and Quake 
designer John Romero, 
lost 10 employees during 
the month of November, 
eight of which left en 
masse from Romero’s own 
project Daikatana. 


Eyes 


the anti-ION fire 


on Dallas 


Major shake-ups at ION Storm add more fuel to 


The “ION Eight” issued a joint letter, reproduced in several spots around 
the Internet, wishing their colleagues at ION Storm the best of luck and stat- 
ing that the group “will remain as a group in the games industry and con- 
tinue forward, but as a separate entity with our own set of goals.” The 
departing ION Storm members included the following people from 
Daikatana: Matt Hooper, Level Designer; Sverre Kvernmo, Lead Level 
Designer; Mike Maynard, Programmer; Mark Morgan, Artist; Steve Rescoe, 
Level Designer; and Jonathan Wright, Lead Programmer. Also leaving were 
David Namaksy, the Lead Level Designer of Anachronox and Will Loconto, 
who was Audio Director for all ION Storm projects. 

A few days after leaving ION Storm, the group announced their new 
name, Bloodshot Entertainment, and their first product, which is a game 
based around the 70s band KISS. The game will be published by Gathering 
of Developers. 

Also leaving Ion Storm was Director of Technology Corrinne Yu. She was 
immediately hired by 3D Realms to work on the Prey project, which itself saw 
some turmoil the previous month, losing its programmer and lead design. 3D 
Realms’ president George Broussard describes Yu as a “3D graphics pro- 
gramming guru.” She previously worked on the 3D technology for SpecOps 
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while at Zombie, and worked with both the Quake IJ engine on Daikatana 
and Anachronox as well as an all-new 3D technology dubbed Aidoru. 

Romero issued a statement the day after the eight Daikatana team mem- 
bers left, assuring the public that Daikatana development was still pro- 
gressing. “Most of the levels are in a final state, much of the coding has been 
completed for most of the game, and almost all the music has been done,” 
he said. Putting a positive spin on the departures, Romero went on to say, 
“Everyone that left made significant contributions to the project and I am 
thankful to have had them on my team. But it is time for them to move on 
and I wish them good luck on their journey. Thanks for everything, guys!” 

Romero went on to say that the departures will not significantly affect the 
development cycle for Daikatana, and announced a couple of days later 
that he’d filled some of the critical programmer positions. He also pointed 
out that there were 20 additional team members still working on the game, 
and that a demo is forthcoming. “It really shows off the scope and size of 
Daikatana,” he said, “and what makes it different than all the other FPS 
[first person shooter] titles on the market.” 

Eidos Interactive, the publisher of Daikatana and a major investor in the 
company, also pledged their full support. In a prepared statement, they said 


“In light of the recent departures of certain employees from ION Storm, we 

remain fully confident in John Romero and the Daikatana team’s ability in 
completing Daikatana according to the current schedule... [it’s] entering a 
Beta/QA stage and we feel safe in the knowledge that the ... team will com- 
plete this game with the level of polish and gameplay excellence expected 
in a John Romero title.” 

The ensuing media frenzy was as newsworthy as the event, with nearly 
every online news site reporting the events. Much of the coverage was nega- 
tive, which isn’t the least bit surprising when you consider ION Storm’s high 
profile. Housed in the most expensive office space in Dallas, they’ve spared 
no expense in promoting themselves as a different kind of developer, where 
“design is law” (though in light of the recent events at ION, one competitor 
modified it to “resign is law”). Romero himself has come under much criti- 
cism from the gaming community. Despite delays in Daikatana’s ship date, 
he’s received near sycophantic press coverage in Time, Newsweek, and espe- 
cially Rolling Stone. He also appeared on Entertainment Weekly’s “100 Most 
Powerful People in Entertainment” list, despite not having shipped a single 
game of his own design under the ION Storm banner. This has led some to 
wonder if he’s doing more press than game development nowadays. 

With Valve’s Half-Life [see review on page 116] raising the bar for 3D 
action games, Daikatana will be scrutinized, perhaps unfairly, like no other 
game in recent memory. If it’s as brilliant and innovative as its creator’s 
claims, it will provide the best answer to all of the doubters. However, if it 
slips up at all it will add even more fuel to the anti-ION Storm fire that’s 
been raging for the past year. —Steve Bauman (Additional reporting by 
Jason Cross and Robert Mayer) 
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It's a dark cave. Inside your head, you hear your heart pounding. 


Damp Echoes resonate from the slow drip of water. A low rumble. 


Click — a gun is being cocked to your right. 
mb Colbie) >) nym (oll Mel Ua emm (olU I in-\-74-M lam -y-lp 


Bullets tear past you and ricochet from every angle. 


You can’t see her, but you know exactly where she is. 


Great games deserve great audio. Look for this logo or visit 
www.env-audio.comllisten/ 


So real it has to be live! 


Say dlaclalaatsaec) 
PANULelrey 


by CREATIVE: 


© 1998 Creative Technology Led. All rights reserved. Creative and the Creative logo are registered trademarks, and Environmental Audio is a trademark of Creative Technology Ltd. in the United States and/or other countires. 
All other trademarks are the property of their respective owners. Listed titles are expected to support Environmental Audio by early 1999. + Information regarding software titles in development is subject to change without notice. 


Your mother always said 
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Gangsters is great. 


“Gangsters is a nc : 7 
angsters is a novel spin on a trie i 
: ee ae 
g formula” — Gamecenter.com 
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www.eidosinteractive.com ae 


you'd be famous someday. 


Oo you didn't make it onto the silver ae 
een Still, your picture is posted 

everywhere giving you one of the most 
recognized faces in the nation Cespecially 
amongst those frequenting post offices). 


Frame it anyway you like. The bottom line 
is that you are THE MAN, the don, the 
boss. An entire city lays at your beck 
and call. 5,000 citizens await your next 
command. It's your chance to be a big 
fish in a big pond. Start swimmin'. 


A new era in gaming has arrived. 
Yours. 


# In-depth strategic planning and 
real-time tactical gameplay 


@ Control every aspect of a 1930's-era 
mob "family" 


© Control a huge virtual world with over 
5,000 citizens and 400 gangsters 
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©: Multiplayer support for up to four 
players via LAN, Internet, and 
HidosGames via mplayer.com 
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A mobster sim. 


Gangsters: Organized Crime © 1998 Hothouse Creations Ltd. Published by Eidos Interactive Ltd. Eidos Interactive is a trademark of EIDOS, pic. © 1998 EIDOS. All rights reserved 
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Adventure and Davidson and Associates. The $1 billion total sale is a far cry from what CUC International paid for Pavidsan and Sierra, 


Loose Cannon 


Getting in touch with your inner (road) rage 


WITH ROAD RAGE ALL 

the, uh, rage, it’s not surprising we’re 
seeing more games mixing two of 
America’s favorite pastimes—driving and shoot- 
ing stuff. The latest game along these lines is 
Digital Anvil’s Loose Cannon, a project headed 
by Tony Zurovich, formerly of Origin where he 


You can cure this traffic jam with a well-placed rocket 


helped craft the excellent Crusader: No 
[Fill in the Blank] series. 

Set in the usual post-economic col- 
lapse United States, you control a boun- 
ty hunter named Ashe who’s in pursuit 
of Bishop, the leader of a criminal syn- 
dicate. Much like Activision’s Interstate 
82 and Accolade’s Redline, 
Loose Cannon allows you to 
take the action outside your 
car. You take on missions 
and decide whether or not to 
head out on foot or in one of 
the game’s 15 customizable 
vehicles. The game _ will 
include over 20 mandatory 
story-based and _ heavily 
scripted missions, but you 
will also have a number of less script- 
ed ones to flesh things out a bit. There 
will also be optional missions to help 
you build up your skills (and your 
loot). The mission types include recon- 
naissance, hostage rescue, transporta- 
tion, and assassination. 


-~Reuters reported that a French company, the media 


group Havas, will surchate Cendant Corp.'s software unit. The deal, which could total as much as 


Darkstone 
Got Diablo? Possibly 


FOLKS FOR WHOM 
*# Diablo-has become a dim memory, and 
who have been clamoring for Diablo II, 
which at this writing is still only promised for 
"sometime in 1999,” might be surprised to see 
that Take 2 has what might well be quite a hot 
little property in their upcoming Action-RPG, 
Darkstone. It may even appear before the mouth- 
watering sequel, and at first glance has many 
similar and striking features. 


Prisms of light from the Sparks spell 
COMPUTER GAMES 


illion, would give Havas control of Sierra On-Line, Blizzard Entertainment, Knowledge 


Promised around April 1999, this 
game is very Diablo-esque, and comes to 
us from Delphine Software International, 
creators of the reputable Moto Racer 
series and Fade to Black. The gameworld 
is a medieval one in which you control 
two characters simultaneously as you 
attempt to defeat the Big D, which this 
time around is not Diablo, but an evil 
suai known as Drakk. 

The game is fully 3D, 
and supports most 3D 
accelerator cards. via 
Direct3D; it sports a 
viewing system that is 
fully player-controlled 
for both orientation and zoom and 
is somewhat reminiscent of 
Dungeon Keeper. Beautifully 
detailed characters are done in a 
whimsical animé style, and there 
are eight of them to choose 
among, male and female from 
four castes: Warrior, Cleric, 
Rogue, and Magic-User—one that 
looks disturbingly like Little Bo 
Peep. Also like Diablo, each new 
game uses a quest generator to 


That doesn’t look like a donut shop 


The 3D engine will feature motion captured 
people using inverse kinematic technology. The 
environments, which include 12 countrysides 
and nine cities, are dynamic. The cities feature 
realistic traffic and a working police force, while 
the countryside probably has lots of cows. Expect 
up to eight player multiplayer support as well. 
—Steve Bauman 

Loose Cannon ¢ Microsoft 

Windows 95, 98, 2000 


w ich in sep- 


Lilith casts the Fear spell 


randomly place treasure and quests (of which 
tens of thousands are possible) with over 30 lev- 
els per quest, and over 80 types of monsters, 
including killer bees. 

With a hands-on demo, we were able to get a 
fair sense of the potential of this title—great 
graphics, some really out-there spell effects, and 
lots of unusual armor and items and not-so- 
unusual treasure chests. Look for more informa- 
tion in an upcoming issue. —Cindy Yans 

Darkstone ¢ Take 2 Interactive 

Windows 95/98 


_.OUF prayers have Deen answered. 


“While the quest for the “Holy Grail” is 
never ending, Falcon 4.o will come the closest 
to it that the flight sim world has ever seen.” 


Dan Crenshaw www.combatsim.com 


“One of the most ambitious flight sims ever attempted.” 


Computer Gaming World 


FALCON 40 


The wait is over. 


Lae HASBRO £>5==S=s> 8 
www.falcon4.com Interactive www.microprose.com 


Available on Windows 95/98 CD-ROM. Visit your local retailer 1998 Hasbro interactive and Mi AISG ae ae 


ICTIVE logo, 


or call +800-695-GAME day or night (U.S. and Canada). filiates MicroProse is a subsidiary of Hasbro. All other trademar 
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MANY IN THE STRATEGY 
community have been ga-ga over 

Sierra’s upcoming game, Homeworld. 
Beautiful visuals showing space fleets going at 
it in massive battles... but it all somewhat 
masks the fact that the title is pretty much a 
straight-forward real-time strategy game, one 
that follows the familiar pattern of research, 
collect, build, and combat. That game’s not out 
as of this writing, but it’s already got competi- 


a, 


¢) mY 
> 


ee ee 


‘ 
% 
2 
HESSE( 


INTERACTIVE MAGIC 
has now dropped from the ranks of 

companies not jumping on the 3D 
action bandwagon (there are currently two 
left). Created by Polish developer Mirage 
Media, Mortyr is an oddly-named 3D action 
game where you get to kill everyone’s 
favorite bad guys, Nazis. The game seems to 


Nazis. Everyone hates those guys 
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Conquest: Frontie 


Homing in on Homeworld’s territory 


vision : Get Medieval and noe of Mages, eae now ae A i a th 


Wars 


tion (or, as wags might say 
cat) in the) for! /iof))| 
Frontier Wars (a working title). 
Conquest sports a similar. style. ae 
combat representation: big, gorgeous i 
fleets going at it in 3D space (strate- 
gy games are finally getting away 
from the “space is flat” myth). 
Microsoft says the solo game will fea- 
ture two distinct races (four in multi- 


‘ a copy- 


player): the Terrans and their “versa- A Mantis fleet forms up for battle 


tile” fleet or the Mantis and their 
“overpowering swarm tactics.” Space strategy 
game means technology out the wazoo: your 
expected battleships, fighters, mine layers, car- 
riers, and so forth; cloaks and stasis weapons; 
even spies. 3D battlefields can lead to confu- 
sion, but Microsoft is promising a “streamlined” 
interface that will give you thorough control yet 
still maintain good visuals. The graphics are 
something of a mixture between gritty comic 
book and modern Wing Commander. 

It’s when you pull back from the tactical 
battles that differences between the Conquest 
and Homeworld designs begin to appear. 


want to bring back those memories 
of the original Wolfenstein 3D, 
albeit with modern technology. (Of 
course long-time gamers would say 
it’s really trying to evoke the origi- 
nal Castle Wolfenstein....) 

You are Mortyr—which probably 
means “Duke Nukem” in Polish—a 
man hired by a 
criminal organiza- 
tion and sent back 
in time in order to 
change the course 
of history (warn- 
ing—paradox 


alert). You arrive 

in 1942 in order to investi- 
gate the possibility that a 
Mafia-like organization is 
working with the Nazis. 
After infiltrating a Nazi 
stronghold, you’re trans- 
ported back to the future, 
and find it’s a slightly dif- 
ferent place than before, 
and it’s up to you to make it 
right (of course). 


lished Shogo: Mobile 


According to Microsoft, Conquest will have 
you “exploring, colonizing, and conquering” 
worlds in addition to fighting your battles. In 
this its scope is broader—more like the turn- 
based empire builders like Master of Orion— 
than Homeworld’s more limited strategic pic- 
ture. You'll also control multiple fleets, but 
can turn over control of some of them to AI 
“fleet admirals” who will then act 
autonomously. Microsoft says that admirals 
who survive will “learn and improve from the 
experience as well as evolve in rank,” some- 
thing we’ll have to see working to believe. 
—Scott Udell iit 
Conquest: Frontier Worlds * Microsoft. 
Windows 95, 98, 2000 


alert, paradox _ Does this look like 1942 Germany? 


The game will include some 30-ish levels, 
and the weapons selection will consist of 
select items from each period. The 3D engine 
boasts the usual complement of real-time 
lighting, dynamic shadows, reflections and 
weather effects. Multiplayer will feature 
deathmatch and co-operative modes, though 
the feature set could change at any time 
before the game’s release later this year. 
—Steve Bauman 

Mortyr + Interactive Magic » Windows 95, 98 


Ta astra 


bus. 


You built yourself one hell of a tower. Luxury condos, sushirestaurants anda 
subway station ten stories down. You thought of everything. Except the 
service elevator. Now the maids can’t get to the hotel rooms and you're. 
charging execs two grand a night to bunk with cockroaches. Probably not the 
best way to get a five star rating, huh? From Yoot Saito, the creator of Sim Tower. 

www.yootpc.com 
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Dungeon Keeper Il ¢ Bullfrog 


The Reaper, prima donna that he is, was bummed. His first computer game 
appearance in Dungeon Keeper got generally good reviews, but some of his 
public admirers had complaints: the performance, while initially engrossing, 
became repetitive in the middle acts, and because of this many didn’t stick 
around for the final acts where things got really interesting; his performance 
couldnt be viewed over the Internet with others; the combat scenes, which should 
have been epic, were instead a tad silly (be wanted to behead the choreographer); 
and the stage art, while not bad, couldn’t compare to other off-Arcadeway produc- 
tions then being performed or due to open soon. What’s a Reaper to do? Even he 
realized that be couldn't exactly rend the humans who acted as Dungeon Keepers 
(or Keepers for short) in the game—after all, he needed someone around to play the 
production and appreciate his performance. He couldn’t crack open a chasm to the 
Underworld right under Bullfrog’s offices—dead developers are lousy at meeting 
deadlines, even if reanimated. So, he slapped around a few Imps and slashed at a 
couple of Bile Demons (after all, a Reaper’s gotta burn off some steam, no?), bit 
down on his pride, and, err, “humbly” went back to Bullfrog with a few suggestions, 
enhanced perhaps with a touch of brimstone. The result is the upcoming Dungeon 
Keeper II (the name was the Reaper’s idea—clever, eh?). 


| by Scott Udell 
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Reap ‘em and weep 

If you somehow missed it the first time around, 
the original Dungeon Keeper was basically an 
anti-hero strategy game: instead of playing the 
forces of good, you played the forces of evil or, 
rather, you were the leader of a force of evil: you 
were a Keeper, out to build yourself a nice nasty 
underground pad while taking on all-comers, 
both in the form of your “brother” Keepers and 
those absolutely awful ne’r-do-bads, the 
pompous “Forces of Good.” The original original 
Dungeon Keeper—the game as initially con- 
ceived—had you as a Keeper designing a dun- 
geon that other human players, acting as Good, 
could then invade, but that just didn’t happen— 
instead, multiplayer had other humans act as 
competing Keepers (keep it within the family, 
you know), and that’s how it’s going to be for 
Dungeon Keeper II as well. Nick Goldsworthy, the 
game's producer, tells us that setting up 
playable Forces of Good would require creating 
a whole Good game structure as well; currently 
these supporting characters pretty much walk 
in from off-stage, digging into Keepers’ dun 
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geons to rid them of evil and plunder their gold 
(plunder gold? Maybe those Forces of Good 
aren't so good after all, which is good...). 

You of course didn’t play the Reaper—he was 
and is a primary character, and as such you took 
your rightful place as second fiddle to him. Of 
course, you did almost all the work, but that’s 
appropriate for a supporting actor, right? As a 
Keeper you designed your dungeon from the 
heart on outward (literally—the Dungeon Heart 
was and is the center of every dungeon—fail to 
protect that and you wouldn't even have a 
chance to be undead meat). As you built, the 
Denizens of the Underworld and various other 
Minions of Evil would start to check out your 
pad; you'd offer ‘em the right kind of setting, 
with all the amenities an evil sort would want, 
and they might decide your dungeon was a 
place where they‘d like hang: Libraries to attract 
Warlocks, Workshops to bring in Trolls, Torture 
Chambers to tempt Dark Mistresses, and so 
forth—if you build it they will come, ya know. 

Of course, being evil the creatures you 
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attracted were in it for themselves; while they 
responded to fear tactics ranging from a slap to 
torture, they didn't like it. Instead, things like 
gold got their attention (and loyalty), so you as 
a Keeper always had expand your domain in 
search of new resources. Eventually that 
domain crossed that of other Keepers, and 
you'd end up with a nice little underground 
rumble on your hands; at some point the 
Forces of Good came in and you had to deal 
with them as well. 


The Reaper problem 

One of the biggest problems many gamers had 
with that whole process was that it got repeti- 
tive as you worked through mission after mis- 
sion. Start from scratch, build up a dungeon, 
find the resources, fight, win, repeat. 
Goldsworthy says that while things got more 
varied and interesting in the later missions, 
gamers who didn't stick it out until the tenth 
mission or so wouldn't have seen that, so one 
of their goals for Dungeon Keeper II is to keep 
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things more varied and interesting, partly 
through a more developed story line and partly 
through mission structures. The core of the 
game will still be as described above; he says 
they want it to fall somewhere in between a 
game that’s “My Pet Dungeon” and a full-up, 
hardcore real-time strategy game, one that 
mixes building with combat and, this time 
around, more of a plot. 

The basic theme of the game is that the 
Reaper wants to get to the Land of the 
Heroes—the surface—and you are out to help 
him (like it or not).Gems of power will further 
this quest, and you must help the Reaper col- 
lect them as you move through the game's lev- 
els. He, in turn, will release their powers—new 


the Reaper is something of a duke of the 
underworld, and we all know that above 
the nobility lies royalty.... 


Rumble under the Bronx 

Combat as originally envisioned was sup- 
posed to recreate the constricted, frantic 
feel one might expect from defending a 
dungeon. It should’ve required a special 
approach, but what it ended up being was 

a bit of a mess. Instead of artfully directing 
your defenses, you as Keeper could simply 
grab creatures and throw them directly 

into threatened area, where combat basically 
became a jumble; you could also build 
impenetrable walls, which made a dungeon, 


n't in yet was a further “strategic skirmish sys- 
tem” (this was nearing implementation). The 
combat engine still wasn’t complete, though 
already you could see hints of things to come 
(for example, the new Salamander creatures 
stick to lava areas if they’re nearby as lava 
enhances their combat abilities). 

While you can still build very tough walls, no 
wall will be impenetrable, something that will 
force Keepers to consider all-around defenses. 
This is offset by more and more flexible traps, 
including a trigger trap that lets you link many 
traps in a sequence, setting up a chain reaction 
(this should be particularly satisfying in multi- 
player). There’s even a new Fear trap that does 
nothing physically to creatures but causes 
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Things are not exactly under your control—of course not!—the Reaper will make an appearance from time to time to help out>>>>>> 


To the right, above: "I Fell into a Burnin’ Ring of Fire” >>>Below that we see the Mistresses are back—that makes the monks happy 


spells, new traps to research, and so forth—to 
you as he claims them (a nice gameplay pro- 
gression, that). If you play all the way through, 
you'll visit some 20 levels out of 25, depending 
on the path you take (this doesn’t count the six 
or so hidden levels). Of these, the game will 
split the style of the levels, with about half 
being the familiar “build-your-dungeon-from- 
nothing’ style of the original game and the 
other half being more goal-oriented—perhaps, 
for example, taking over a vanquished Keeper's 
existing dungeon. 

In addition to the levels themselves, the 
story will be told through the game's charac- 
ters in rendered cut-scene videos and, per- 
haps, using short in-game sequences. In addi- 
tion to our lead, the Horned Reaper, we'll meet 
some new cast members, including the Fallen 
Angels, nasty dudes who aren't quite as nasty 
as the Reaper but who don't really realize it. 
Goldsworthy also hinted at another force that 
we'll get inklings of in the game, one that he 
wouldn't describe beyond pointing out that 
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once set up, much too easy to defend. 

All of that led to a combat side to the game 
that was less than satisfying to many gamers, 
so that’s another area that’s getting special 
attention from Bullfrog. Yes, you can still pick 
up and drop your minions where you want 
them, but now doing so will stun a creature; 
the heavier the creature the longer it'll be 
stunned, so even your powerhouses will be at 
risk. Also, creatures now model a “fear factor” 
(wargamers might call this morale); drop a sin- 
gle creature into a room full of enemies and its 
fear threshold will probably be passed, causing 
it to run away gibbering in terror. Put that crea- 
ture in a pack, though, and mob mentality will 
take over—each creature will reinforce anoth- 
er, and all may be able to overcome their fear 
together. Because you can't pick up and drop 
groups, though, this means you'll need to 
strategize a bit, forming groups around threat- 
ened areas and then sending them in. This fea- 
ture was present in the pre-alpha build of the 
game used for this article; however, what was- 


them to flee if alone and to halt or slow down 
even in a pack; craftily combine this with some 
other fixed defense and you may have time to 
call in your creatures. Note, though, that at no 
point do you ever select a gaggle of your 
fiends and control groups directly in the time- 
honored Command & Conquer fashion. 


Cast & crew | | 

In addition to the characters from the original 
game, some new cast members will be making 
appearances. The aforementioned Dark Angels 
may not be the Reaper’s match in the mano-a- 
mano (devilo-a-devilo?) sense, but they can call 
up “skeletal hordes” at a whim; although, as 
Goldsworthy says, “Not that they need them, of 
course; it just goes with the overall image.” 
Black Knights lumber onto the stage wearing 
heavy armor and wielding a mean sword, while 
goody-two-shoes Knights also wield a mean 
sword and, unfortunately for the Keepers, bulk 
even heavier in the armor department. The 
Rogue is sneaky sort, never attacking directly if 


he can help it. Even more importantly, he can 
dress in the colors of the enemy, looking just 
like one of their own; he won't show his true 
colors until the enemy Keeper tries to pick him 
up or when he goes for the enemy's gold. The 
Thief is even more of a threat when it comes to 
gold, and is the one minion best suited for get- 
ting into places he shouldn't. 

While the cast has grown, the crew's been 
even busier, adding new sets and special effects 
for your gaming pleasure. The Casino is a place 
for creatures to while away their free time, but 
you as a Keeper must monitor it closely: crea- 
tures who spend too much time there can get 
drunk, and you've got to balance payouts care- 
fully—too low and you will get a lot of gold 
flowing back to you, but your hordes won't be 
happy; too high and you'll loose money fast 
(you can, if you're fast enough, grab a winner 


present a fully polygonal dungeon-scape and 
creatures (creatures are 80-200 polys, although, 
as you'd expect, the Reaper’s raiment will 
require closer to 400), all 3D accelerated with 
the expected whiz-bang visual effects (no sign, 
thank badness, of lens flare). Goldsworthy says 
they've come up with a deformation tool that 
lets them modify the shapes to fit the mood of 
a particular dungeon or to help portray spell 
effects like Tremor. While hardware accelerators 
are supported, the team is also shooting for 
software-only versions that'll run on systems in 
the 166-200 MHz range. The dungeon maps can 
be rotated and tilted, viewable from almost any 
angle from full overhead down to first-person. 
Ah, first-person. It was one of the angles of 
the original game—enter one of your creatures 
and view your dungeon from its perspective. 
Thing is, it was largely for show—there was 


The gargoyle-like fear trap in the foreground causes no damage but does intimidate anyone—or anything—that approaches it 
>>> >>>>>>>>>>>>>>>>>>>>>>>>The center shot shot shows that Bile Demons and clean linoleum do not mix 


Keepers have no friends 

While the Reaper doesn’t expect prospective 
Keepers to have any friends, he understands 
that his audience may want to test their skills 
against more than silicon enemies, and that 
the ability to do so in the first Dungeon Keeper 
was somewhat disappointing. So, this time 
around you'll be able to tackle up to 12 other 
players over a variety of venues, including, 
most importantly, the Internet (Bullfrog will 
even have a meeting room service for the 
game). You'll be able to mix and match human 
and computer opponents; you can even 
extend your single-player gameplay by choos- 
ing a multiplayer map and setting all your 
opponents to Al control. A skirmish mode will 
let you alter settings for maps; the Reaper sug- 
gests that the wise Keeper give him or herself 
benefits with which he or she can crush oppo- 


>>> >>> >>>>>>>>>>>>>>>>>>>>>>>>>>>>>Salamanders, one of the new creatures, have an affinity for fire 


and slap him around a bit to get your gold 
back, but don’t do it where others can see). The 
Combat Pit is a combination training area and 
entertainment venue—creatures placed in the 
pit will learn combat skills, while those watch- 
ing around the edges will get a good show. The 
effects team is busy cooking up some new 
spells; a few of these include Tremor, which 
shakes an entire area, causing some damage to 
locales and creatures alike; Inferno, described as 
the most powerful spell in the game; and 
Turncoat, something that lets you turn an 
enemy creature to your side for a time. 

While the artistic side of the first game was- 
n't bad, it doesn’t hold up particularly well in 
today’s environment, even after the 3D acceler- 
ation added for Dungeon Keeper Gold. 
Recognizing this, the Reaper, uhh, “suggested” 
to the Bullfrog team that they try again, which 
they have; while the design is definitely 
Dungeon Keeper-esque, the engine is all-new 
(indeed, all the game code is new—they start- 
ed from scratch, programming-wise). They now 


never really any gameplay reason to use that 
view. This time, though, while they won't 
require it the team is giving you a reason to use 
first person: now creatures will give you a spe- 
cial ability when you take control of them in 
first person; controlling some creatures will 
even allow you to lead other creatures into bat- 
tle. As before, though, the benefits of this con- 
trol may be outweighed by the dangers of los- 
ing sight of the big picture—focus on one area 
and you may lose track of what’s happening in 
the rest of your Dungeon. Well, and if you're in a 
chicken you may get eaten.... 

Talk of first person always brings shooter- 
style deathmatching to mind. The Reaper fully 
approves of deathmatching, so Goldsworthy 
says that players could, theoretically, set up 
multiplayer deathmatch games if they wish. 
While Dungeon Keeper II is primarily a strategy 
game, and they don't intend to compete with 
the likes of Quake, their goal is to make the 3D 
engine good enough that you could death- 
match in it if you really wanted to. 


nents easily. Goldsworthy says that they'll 
offer up maps designed for specific numbers 
of players, although they won't require a par- 
ticular number for any map, so if you really 
want to try 13 people on a four-person map, 
go ahead. 


Fear the reaper 

Dungeon Keeper was a game with great 
promise and great design that, somehow, for 
some reason, didn’t quite reach all the way 
into “instant classic” status. When you get right 
down to it, there is simply no spell or potion 
for creating the perfect game, just hard work 
and plain ol’trial and error. Bullfrog believes 
they've addressed the complaints that kept 
the first game from entering gamers’ favorites 
lists; with some six months yet to go before 
release they've largely finished the engine 
and can spend the rest of the time making 
certain there’s a game to go along with it. 
They’d better work hard, though; the Reaper 
is watching. # 
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Outcast ° Infogrames Entertainment 


he subject of string theory arose in the late 1960s in an attempt 


to describe strong nuclear forces. When after a decade or so, Ssct- 
entists were not able to perfect the description, further explo- 
ration in the world of quantum physics led to a better theory 
which involved the belief that there are six time-space dimen- 
sions that exist in addition to the grassroots four we've come to 
know and love. Hence the “superstring theory” that explains 
> everything (in our ken) about space, matter and space-time, 
and has been called the "ultimate theory." It fulfills Einstein's 
dream of combining quantum mechanics and the general theo- 
> ry of relativity. The superstring phenomenon provides the scien- 
tific foothold for the world you will enter in Infogrames 
* Entertainment's upcoming action-adventure Outcast. 


Based on the superstring theory, one Professor 
William Kauffman is able to mathematically 
prove the existence of an infinite number of 
parallel universes. Kauffman and his colleagues 
decide to send a probe into the nearest parallel 
universe. Working from secret base P7 at the 
North Pole (Outcast product manager Francois 
Lourdin tells us that this is intended to poke a 
bit of fun at the U.S. “Area 51” debacle), they 
launch the probe, and sure enough, visual 
information and other data are fed back to the 
base. A humanoid creature approaches the 
probe with what looks like a weapon and 
shoots at it. This causes the launch area to 
explode, and everything nearby is sucked into 
some kind of hole that is created by the blast. 
The U.S. President (let's see...in the year 2007, 
that will probably be... Jesse “The Mind” 
Ventura) assembles a commando team to enter 
the parallel universe to repair the probe. The 
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team consists of: founding scientist Kauffman, 
his colleague, Anthony Xue, exobiologist 
Marion Wolf, and you—ex-Navy Seal Cutter 
Slade. When you are transported to the other 
universe, however, the probe is nowhere to be 
seen, and the three scientists are missing. 
Together with ex-Navy Seal Demi Moore, your 
ultimate goals are to find the scientists, repair 
the probe and save the known world. OK, so 
Demi has better things to do. 


Outcast takes place in Adelpha (meaning “sis- 
ter” in Greek), a world where the environment, 
morphology and ecosystem are very similar to 
Earth's. Adelpha, however, has two satellites 
that orbit around it, and Adelpha itself orbits 
around a double star—hence the sky sporting 
two suns during the day and two moons at 
night. The gameplay is mostly non-linear and 


Tradespeople in Orkiana, the only city on Adelpha > >>>In the next three shots: Behold the many butts of Cutter Slade 
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Infogrames choose: 


will consist of exploration of the six main areas 
of this parallel world. Five of the “fringe” 
regions are situated around the central city of 
Orkiana (not to be confused with Orca the 
killer whale, okra the killer vegetable, or ocari- 
na the killer wind instrument), and each is 
accessible from it. 

As you explore and talk to the natives, you 
discover that Adelpha is expecting a Savior to 
liberate its citizens from the hold of someone 
known as The Master. You may or may not be 
he. Whether or not you are the Savior, your 
benign interaction with the inhabitants will 
help gain you the most information about how 
to go about solving your quest, and the ulti- 
mate discovery about just who /s the Savior will 
eventually be made. 

Travel between all the regions is by portal, 
some of which are easy to find and others 
which are concealed. Some are completely 
open and you will just be able to say, “Oh look. 
A portal.” Some are guarded, because The 
Master has certain interests he wants to pro- 
tect, and still others are hidden because a band 
of rebels (one of the regions belongs exclusive- 
ly to them) acting against The Master has 
shrouded them. Before they will show you the 
secret portals, you must gain their confi- 
dence—which brings us to a discussion about 
Al and reputation. 


Are you a good witch 


As in many role-playing games (and this 
action-adventure does have a few RPG ele- 
ments), your behavior will directly affect how 
the world reacts to you. Whether you help, 
scare, support, or kill non-player characters will 
be kept track of in the program, such that you 
can either facilitate or deeply harm your 


universes 


not to march in the 5D solidarity parade 


chances of reaching your goal. The priests are 
your best friends and healers and it is best to 
keep on their good side. Occasionally there 
will be those who ask you to do things that 
are, well, just plain wrong (depending upon 
your moral and ethical code, thank you Dr. 
Laura). But if you do decide to do them, and 
the NPCs perceive you to be on the side of 
The Master, they will try to get rid of you. 
Inordinate violence or drawing your weapon 
in an otherwise peaceful moment will cause 
panic, and the natives will flee and not trust 
you enough to offer their help. This may cre- 
ate many future obstacles. 

You will be able to regain trust, however. 
You might be asked to explain your behavior. 
If you kill someone by mistake, for instance, an 
apology might do a world of good. “Oops. 
Killed your mother. Sorry about that.” You can 
Rambo your way through the game, and just 
try to discover things by trial and error, but it 
would take a very long time. 


ACNHNC ~ OC 8 ® ele 8 ? 
Much like NovaLogic’s Delta Force, Outcast is a 
real-time 3D non-accelerated game, utilizing a 
mixed voxel/polygon-driven engine, with 
motion capture and procedural technology. 
Belgian developer Appeal has been criticized 
for spurning hardware acceleration while try- 
ing to make an action game in this day and 
age. Initially, they felt that 3D accelerated 
games lack individuality. Said a spokesperson 
for Appeal, “We find 3D cards too restrictive 
and all the products using this technology will 
probably have the same design.” During a visit 
to our offices, however, product manager 
Francois Lourdin admits, “When Outcast began 
development, we didn’t know about Motocross 
Madness. We didn’t realize that you could still 


have a sort of bumpy terrain using a polygon 
engine. We first felt that the most versatility we 
could have would be with voxels, without hav- 
ing to go through polygons which give you 
rough edges....” 

It was not a good idea to re-tool at that 
stage of development so they are still going 
with the dual engine. The only polygonal items 
will be the creatures, with voxel terrain allow- 
ing for a very high level of detail. 

Also in use are a variety of zoom techniques, 
and motion capture combined with a devel- 
oped-in-house animation interpolator. 
Interpolation of animation is a technique that 
prevents us from seeing a “walking animation” 
followed by a “running animation.” Finally, 
bump mapping is used to provide a richness to 
the surface textures. This is when they use a 
texture map to alter the surface of an object, 
but they are not changing the actual shape of 
the surface, only shading it as though it were a 
different shape. 

af YT DpIagcCK DOXx WoO ey) 
As in many action-adventures, you begin the 
game with a first level newbie weapon which 
will always have ammunition. Other weapons, 
and things like powerups, medi-kits, and 
ammunition, are not just lying around the ter- 
rain to be found, however—you must either 
earn them from other characters through 
completing tasks or fighting, steal them, or 
buy them. Healing is only available from 
priests, hence you probably should always be 
aware of the location of the church, syna- 
gogue, or mosque of your choice. At later 
stages in the game, when you have reached a 
certain level, a priest will show you how you 
can heal yourself. 

Speaking of levels, there are not “numeric 


>>>>The voxel terrains are very natural looking and allow for additional polygonal detail on the characters and creatures> >>> 


levels” that are perceptible to the player, but 
there are indeed very specific stages of player 
development. Outcast has used what they are 
calling their “black box method” of game 
design. As you progress through the early 
stages of the game, there is a gauge of how 
well you are doing. Every time you seek to 
progress further, either through exploration or 
character interaction, your “fitness score” (how 
adept you are at maneuvering, fighting, etc.) 
will determine whether you will be asked to do 
tasks that require increased virtuosity. In 
essence, for the first third of the game, you will 
be “measured” and will never be asked to 
accomplish something that is too difficult for 
Cutter Slade’s abilities at that point. After you 
reach the 100% enabled point, though, any- 
thing goes. Dinosaurs will pick you up in their 
mouths and toss you or eat you...but unlike 
Trespasser, at least you have two hands with 
which to defend yourself. 


NOT Alone n tine Wark 

When Appeal created Alone in the Dark they 
were working on a cutting-edge game that 
changed the face of adventure games forev- 
er and paved the way for the wonderful 3D 
magic we see today. Now, however, they are 
not alone. They know they will be going up 
against Tomb Raider III, Messiah, Indiana 
Jones and the Infernal Machine, and any num- 
ber of other 1999 titles vying for our hard 
earned paychecks. What they do have, how- 
ever, at least at this stage, is a visually stun- 
ning game, right up there with its state-of- 
the-art competitors. Add the breathtaking 
symphonic score as performed by the 
Moscow Symphony Orchestra and you have 
what “coulda been”... no, what probably is, 
“a contender.” 
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In a world of bloodlust, Descent 3 ts the 


alternative 3D shooter 


Descent 3 takes the battle outside>>>>>>>>>>>>>>>Flame friends (literally) in multiplayer Anarchy>>>>>>>>>>>>> 
>>>>What would a 3D game be without a lava room>>>This room shows off the more advanced room geometry in the game 


escent is the Rodney Dangerfield of 3D action games—it gets 
no respect. While everyone looks to Quake as being the game 
that took the first-person shooter into true 3D, Descent was 


already there back in the days of Doom II. It had the polygo- 
nal bad guys, a full 3D environment, and the ability to move 


Maybe it gets less respect because Descent is the kinder, gen- 
tler 3D shooter, less concerned with bloodletting than with 
delivering a slightly different gravity-free gaming experience. 
Make no mistake—developer Outrage is going for pure action 
with the latest iteration of the game Descent 3, and in the 
early versions of the game deliver just that, but it’s a different 
sort of action, one that feels almost quaint compared to some 
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The bespectacled Matt Toschlog is the presi- 
dent of Outrage, and his mid-western polite- 
ness and soft-spokenness stand in stark con- 
trast to his waist-length dreadlocks. Outrage is 
based in Ann Arbor, Michigan, which perhaps 
explains their low profile. (The equally under- 
stated Raven Software is also based in the mid- 
west, specifically Madison, Wisconsin.) They're 
not worshipped like the folks from id, 3D 
Realms, Ritual and lon Storm, some of the com- 
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panies pushing the taste boundaries of 3D 
action games with extra dollops of sex and vio- 
lence. Again, Descent 3 goes against that trend, 
with Toschlog admitting “We don’t want to 
have blood in [Descent 3].” 

Toschlog is also uncomfortable talking up 
the purely technical aspects of the 3D technol- 
ogy of the game, grimacing when it’s pointed 
out that Interplay’s entire marketing campaign 
screams DUAL ENGINE TECHNOLOGY. “I don’t 
really get everyone’s obsession with the engine 


a game uses,” he says wrinkling his nose. “It 
really doesn’t matter.” 

What does matter to some gamers is that 
Descent 3 features an all-new, dual-environ- 
mental engine that allows you to seamlessly 
take the battle to the great outdoors. A few 
games have supported this feature in the 
past—Microsoft’s Hellbender immediately 
comes to mind—but the implementation in 
Descent 3 is considerably more refined. 

The engine supports Glide (for 3Dfx cards), 
OpenGL and Direct3D, and Toschlog admits 
Glide has the best implementation thus far, 
mainly due to bad Direct3D drivers from many 
of the 3D card manufacturers. It features a real- 
time lighting model capable of colored, volu- 
metric, and specular lighting effects, though 
they're slightly less ostentatious than the simi- 
lar features in Forsaken (which admittedly isn’t 
particularly had to do). The overall effect is a 
game that’s less brash and in-your-face than 
other 3D shooters while still retaining all of 
their technological doo-dads. (Ever the 
doubter, Toschlog says, almost apologetically, 
“| hope we don’t have too many.”) 


Descent 3 starts with your ship being rescued 
in deep space. Your saviors are a group of 
researchers that possess evidence of an alien 
virus infecting the mines of P.T.M.C., the orga- 
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Yowza, incredible super-fantastic colored lighting for all>>>>>>>>>>>>>>>>>A security ‘bot has come to 
arrest you >>>>>>>>>>>>>>>The models for the robots are considerably more advanced this time around 


nizatién that hired you in Descent. To make 
matters worse, P.T.M.C. itself, and S. Dravis, 
its Director of Crisis Contingency and Public 
Relations in particular, may be responsible. 
It's up to you to once again return to the 
mines to collect enough evidence to bring 
down P.T.M.C. and Dravis. Oh, and you'll 
probably have to solve puzzles and shoot a 
bunch of stuff along the way. 

While it may not be Shakespeare (though 
it's hard not to cheer Outrage for putting the 
bad guy in the PR department), the plot will 
be more integrated into the action. Where 
the previous games in the series all had the 
same level objective—enter, blow up reactor, 
get out—Descent 3 adds plot-based levels 
with more complex objectives, spelled out 
for players in full cut scenes and briefings. 
The head of the Red Acropolis Research 
Center is voiced by Adrienne Barbeau, while 
S. Dravis is played by veteran character actor 
David Warner (last seen beating up Leonardo 
DiCaprio in Titanic). There will also be train- 
ing missions to help those who aren't inti- 
mately familiar with the loopy full-3D flight 
of the Descent series. 


Aesthetically, some of the robots maintain 
that mechanical origami look of the original 
game, while others are more organic in 


appearance, modeled after things like 
insects. All of the ‘bots have more animation 
and will now take location-specific damage. 

Descent was noted for its superior robot Al, 
and Descent 3 continues in that vein. Each 
robot, of which there are over 40, is con- 
trolled by an Al script that’s designed to give 
them different “personalities.” They're trying 
to avoid 40 variations on the same Al tricks. 

That old Descent staple, human hostages, 
will also be present. Now rendered polygo- 
nally, Outrage is unclear how they’re going to 
handle death scenes, but they assure people 
it will not be graphic. One advantage to hav- 
ing humans in the environment is that 
Outrage can now illustrate the actual scale of 
the levels in the game in terms that are more 
easily understood by the player. 


Multiplayer Descent 3 is being designed from 
the ground up with customizability and 
extensibility in mind. Each of the multiplayer 
games—Anarchy, Capture the Flag—is 
stored in a single file that resides in a 
NETGAMES folder. If a new game is made 
available, all the player needs to do is copy 
the file to that folder and it will become a 
new option. (As an aside, network protocols 
are handled in the same manner.) Outrage 
also plans on releasing the specifications so 


players can create their own multiplayer 
games. The current plans call for up to 32 
players and all DirectPlay protocols to 

be supported. 

The weapons used in multiplayer will be 
tuned slightly differently than in the single- 
player game. Additionally, you can customize 
your ship in the multiplayer game with 
a subtle logo. 


__Gameplay | _ 


Playing the game, you'll see that it’s unmis- 
takably Descent. Either you love the game or 
it makes you want to puke your guts out—lit- 
erally. (No game causes more players to 
reach for the Dramamine.) Gameplay-wise, 
those looking for something radically differ- 
ent from previous games in the series would 
be well advised to look elsewhere. 

You may have though you were playing 
Descent 3 earlier this year, but that game was 
called Forsaken. It wasn’t a huge sales suc- 
cess, and when asked whether it worries him 
that a game so similar to Descent didn’t set 
the world on fire, Toschlog just shrugs his 
shoulders, basically saying, “We'll see.” 

The obvious advantage Descent 3 has over 
competitors is its lineage, which gives it a 
built-in base of rabid fans. Come this March 
(give or take release slippage), we'll see if 
that translates into commercial success. 
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with the toys of Descent 3 
Laser 
Super Laser 
Vauss Cannon 
Mass Driver 
Napalm Cannon 
Microwave Cannon . 
Plasma Cannon 
EMD Gun 
Omega Cannon 
Fusion Cannon 
Concussion Missile 
Frag Missile 
Homing Missile 
Guided Missile 
Impact Mortar 
Napalm Rocket 
Smart Missile 
Cyclone Mega Missile fesse 
Black Shark i 
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Blood was the 
Sife eternalthe p 


es with a price. 


Well, it looks like poor graphics won’t be a complaint that can be leveled 
against Seven Kingdoms I! 


n the world of strategy gaming, real-time strategy games have come 
to be, in the minds of many, games that follow the strict Command & 
Conquer or Warcraft style of play: build a base, collect a few simple 
resources, maybe do some research and generate lots and lots of units 
with which you can fight your opponents. Gamers and the industry alike 
have virtually forgotten that there are other ways to do real-time games 
of strategy; older examples include Populous and SimCity. More recently, 
other designers have attempted to use real-time yet not follow lock-step 
down the same path; last year’s Seven Kingdoms (published by Interactive 
Magic) was the result of one such designer's 
efforts, a result that got largely positive feed- 
back and that has developed a cult following. 
Designer Trevor Chan is at it again for Seven 
Kingdoms Il, a game that continues down the 
road set by its predecessor. 

In Seven Kingdoms II you take on the role of 
leader of a quasi-historical nation, out to 
expand your realm. Unlike most other strategy 
games, you don’t commit wholesale genocide 
as you grow; rather, you incorporate peoples 
from other cultures into your empire, dealing 
with the inevitable 
clashes that result. In 
addition to military 
actions, you have to 
manage an economy, 
set up trade routes, 
conduct diplomacy, 
spend time on 
research and even spy 
(espionage is so 
detailed that a well- 
placed spy could, the- 
oretically, be placed 
into a very high posi- 
tion in an enemy’s empire). While the game has historical trappings, it 
also has a fantasy component: each player can eventually call upon his or 
her culture’s god to make an Earthly appearance, and all players must 
deal with the dangerous Fryhtans, creatures out of nightmare. 

With Seven Kingdoms II, there are graphics improvements abound. 
Even though the game is real-time, you'll now be able to issue orders 
while paused, and Chan says they are making some interface and game- 
play tweaks to make trade easier to handle. The real-time combat of the 
Original was probably its weakest component, so troops can now be 
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Walking a separate 


“ real-time strategy path — 


placed in formations but only if they are led by a commander 
and if the player has researched formations. “This gives a distin- 
guishing advantage to trained and organized soldiers over a 
randomly assembled force,” says Chan. Troops can now be set 
to different behavior modes (aggressive, defensive, and stand 
ground), and there will be more troop types. 

Asked his favorite new features, Chan responds: “the Random 
Campaign Generator, the ability to play Fryhtans, the heroes, the new 
graphic engine, and the expanded diplomacy system. The one feature 
that | like the most is the Random Campaign Generator.” Random cam- 
paigns will be five to 15 missions long. “New scenarios are generated 
on-the-fly after the completion of a [previous] scenario, taking into 
consideration the outcome of the finished scenario and the change in 
the status quo that has taken place during the scenario.” There won't 
be a fixed campaign, but there 
will be a very flexible-sounding 
scenario editor. 

It will be possible to inte- 
grate the Fryhtan races into 
your empire (or the human cul- 
tures if you're playing from the 
Fryhtan perspective), but don’t 
expect it to be easy—humans 
and Fryhtans don’t get along, 
so any alliances are bound to 
be rocky. Fryhtans will each 
have a basic military unit and 
some species will be able to 
train advanced units. Asked 
about Fryhtan religion, Chan 
says “Fryhtans are masters of 
supernatural power themselves 
and they do not worship gods.” 

Heroes may join you based on your reputa- 
tion, or you may have to stoop to hiring them. 
They will be your magic users, getting their 
powers from the items they carry. “Overall, 
magic is going to play a critical role... though 
it's importance can vary in different scenarios,” 
says Chan. You'll get your standard combat 
spells, summon creature spells, and spells that let you influence others. 
Some magic items will instead enhance a hero’s abilities (more hit points 
knowledge of formations, etc.). 

When you start with a deep game like Seven Kingdoms and add 
more detail, you either get an even deeper game or you get a mess. 
With Chan’s previous design successes (including Capitalism), 
chances are good that Seven Kingdoms // will provide the former 
rather than the latter. —-Scott Udell 

Seven Kingdoms Il « Interactive Magic Windows 95, 98 - 


The interface 
should be familiar to 
fans of the prequel 


No, it’s not Age 
of Empires 


That’s because it'll be spent in the company of a captain, 
a farmer, an archer, a merchant, a priest, a swordsman, a 
miner, a spearman, a woodcutter...in fact, 150 unique and 
stunning characters that populate the addictive world of 
SETTLERS? III. 
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In this real-time strategic simulation of tactics, prosperity, 
combat and growth you’ll become completely immersed 
with your new found friends. Meet the challenge of the 
gods on screen, over LAN or Internet play. 


Distributed by 


SOUTH PEAK™ 


INTERACTIVE 


10 YEARS OF 
© 1998 Blue Byte Software. All rights reserved. The Settlers is a registered trademark of Blue Byte Software, Inc. EXCELLENCE! 


ae 


PG fans with a taste for story-driven adventure, rejoice! Valkyrie 
Studios will unleash SepterraCore: Legacy of the Creator during the 
first quarter of 1999. This science-fantasy epic fulfills all the 
requirements of an RPG (stats, multiple characters in parties, spells and 
items, experience points, et cetera) but views them through the lens of a 
character-focused, narrative adventure. 

“The story unfolds like a fantasy novel, through cut-scenes and con- 
versation with non-player characters,” says Brian Babendererde, the 
game's lead designer and Vakyrie’s VP of game development. 
“SepterraCore falls firmly into the RPG category, but we’re using the 
term ‘role-playing adventure’ to stress the story and character 
interaction in the game, as well as the problem-solving elements. 

We want to differentiate SepterraCore from dungeon crawls and 
mindless hack-and-slash.” 

And what a story it is. lf SepterraCore doesn’t register as the most 
complex, ambitious, genre-hopping tale of the day, it’s certainly 
not for a lack of trying. The game introduces players to a world 
where “the laws of nature work in strange new ways”—continents 
orbit around a planet at 
different elevations. There 
are seven unique World 
Shells, with the upper- 
most occupied by “the 
Chosen,” an ancient soci- 
ety that lives extrava- 
gantly, consumes great 
quantities of everything, 
and tosses their trash 
down onto the World 
Shells below. 

Players take on the 
role of a Junk Scavenger 
from World Shell 2, the ; 
recipient of all the a. : 2 
Chosen’s waste. After a ae 
hard day of sifting 
through other people’s 
trash, you find yourself 
presented with a some- 
what nobler challenge. The Chosen are embarking on a journey to the 
planet-sized computer at the core of the World Shells, having reason to 
believe that the fabled Gift of the Creator, which imparts great power on 
its wielder, is hidden there. The nations that stand between the Chosen 
and the Core band together to prevent the migration and protect their 
homeland ... but this, of course, is only the beginning. 

Nothing is simple in SepterraCore, and the player will discover that the 
secret of the Gift of the Creator comes along with a tough choice. To ini- 
tiate the process that will bestow the Gift upon you, you must manipu- 
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late certain lower continents to the Outer Shell; but 
this motion may well cause wholesale catastrophe 
throughout the realm. On the other hand, letting the Chosen get their 
hands on the Gift is hardly a better option. 

The game will use layered 3D backgrounds, hi-resolution 16-bit color 
graphics to create “an organic, non-repetitive, natural-looking world” 
with hundreds of locations to explore. It features combined real- 
time/turn-based combat, 128 spells, 30 different types of enemies, 130 
non-player characters, and 16 unique end-bosses. 

“Septerra’s focus on character, story and an epic plot will set it apart from 
the competition by miles,” says Babendererde. “On the gameplay front we 
have a combat sys- 
tem that places a 
heavy emphasis on 
strategy, because | 
didn’t want a game 
with mindless ‘click 
‘em till they're dead’ 
conflict. We have a 
spell system that lets 
players make spells 
out of relics called 
Fate Cards; up to 
three cards can be 
combined at once 
from a pool of 25, to 
create 128 spells. And 
we have puzzles and problems that come directly from the 
story—they make sense and aren't esoteric brain teasers.” 

The game serves up so many half-familiar sci-fi and fan- 
tasy elements that playing it may feel like a stroll down 
memory lane. Babendererde doesn’t deny that he has 
been influenced by other works; in fact, he admits it happi- 
ly. “Most everyone involved in Valkyrie is into Japanese 
Anime in one form or another, and we all like a lot of the 
same movies,” he says. “Ones that have influences 
SepterraCore? The Star Wars trilogy, Aliens, Five Star Stories, 
Gundam, Akira, Ghost in the Shell, Nausicaa, Macross, Battle 
Angel Alita, 2001: A Space Odyssey, Dune, and The City Of 
Lost Children”—to name just a few. 

The Valkyrie design team, formerly of Viacom New 
Media, last gave the world Beavis and Butthead in Virtual Stupidity. 
SepterraCore is a dramatically different type of project, to say the least; 
but Babendererde is confident that his team is up to the challenge. “I’ve 
been allowed to follow my vision on this project,” he says. “The team 
members became a part of that vision and each added their own special 
touch. It’s great when a whole group of people are working towards a 
common goal, and | think the game reflects that.” John Altman 

SepterraCore: Legacy of the Creator * Valkyrie Studios ° 
www.valkkyriestudios.com 
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Episodic role-playing for the long haul 
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pisode Memento Mori: Scully shows Mulder an MRI 
scan indicating a cancerous mass has been detect- 
ed on the wall between her sinus and cerebrum. 
The tumor is inoperable and if it grows, the chance for 
survival is slim. Building a series of games, each of which 


contains this kind of X-Files micro-thread, is Cavedog’s plan for their upcom- 
ing Elysium. With this game, John Cutter, creator of Betrayal at Krondor, is 
undertaking what will probably be the first truly episodic RPG. Sure, we've 
had stories with sequels and titles with countless mission packs, but 
nothing quite as Green-Mile-esque or, for that matter, Dickens-y as 
Cavedog has planned for this game. Each episode will essentially be an 
eight to ten hour game, with over forty episodes planned. 

“We've really been using The X-Files as our model,” says Cutter. 
“Each one is definitely a stand-alone thing, and there will be a nice 
conclusion at the end each time. But there are a lot of little threads 


that will pull through most of the episodes.” 


So what is Elysium, anyway? Cutter calls it “a world beyond 
dreams,” a concept that he fully differentiates from “a dream world.” 


Elysium is an alter- 
nate universe that 
is reachable only 
while dreaming, or 
during moments 
when your brain is 
in a particular, cre- 
ative state. In 


screen, you'll see a picture of the character, a description, and then there 
would be a button to get the stats and ratings, so that the casual user 
isn't overwhelmed by it, but for the hard-core RPGer, it will still be there.” 
The stats and the ratings will go up from 
episode to episode, and the items that 
you've collected in one episode will accom- 
pany you to the next. 

“One of the things we've realized, if we're 
going to be releasing episodes over three, 
four, five years, is that we may have people 
who'll pick the series up in the middle, and 
who don’t want to have to go all the way 
back to the beginning and play through. So 
you have to be able to start anywhere with 
beginner’s stats.” 

The game will feature a custom real-time 
3D engine with a third-person perspective. 
You'll control from one to three of the nine 
major characters in any given episode. As far 


as the question of maintain- 
ing technology levels 


everyone's person- A bridge too far through the years goes, the 
al dreamspace product will be scalable 
there is a doorway ous pied, soph 4 upwards, and they might be 
to Elysium, a a a tieg ot able to incorporate a small 
shared world that the southwestern patch for an episode that 
everyone can U.S. may require it. Cutter almost 
reach. You will ae begins to describe the com- 
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dream laboratory; 
enter your dream- 
Space and find that 
door. When you 
“wake up” you're in 
Elysium (except for a few novelty episodes where 
you might travel to another character's dream- 
space). One episode will involve the nightmares of 
a war veteran, and will end up being a firefight in 
the jungles of Vietnam. On a lighter note, another 
episode will take us into the mind of a Jim Henson- 
like character. He has created a series of goofy 
robots that are very whacked-out—much like his 
psyche—and we will ride a roller coaster through 
his stream of consciousness. 

Since it is primarily a role-playing game, Elysium 
will include statistical information, but the develop- 
ers don't want to throw it into the user's face. “For 
example,” says Cutter, “if you go to a character 
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says, “Er... | probably should- 
n't have mentioned them.” 
This reticence is no doubt 
the result of a flash of The 
Evil Eye from a public rela- 
tions representative lurking 
in the background. 
Attempting a design with 
forty episodes spanning 
years of development over 
continually evolving plat- 
forms, with characters, 
items, and statistics that are 
portable across the board— 
that takes cajones. But as far 
as we can see, this Cavedog 
has big ones. —Cindy Yans 
Elysium * Cavedog 
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biggest empire (and 
the wealth there- 
from) wins. 

Players of the 
earlier game will 
find much familiar 
in Imperialism 2: you 
take on the role of 
leader a Major 
Power nation, con- 
trolling its econom- 
ic, technological, 
diplomatic and mili- 
tary development. 
The game is turn- 
based, both at its 
Strategic and tacti- 
cal levels. The strategic level is where the bulk of the 
game lies; you send out civilian units like engineers, 
builders, traders, transports, and surveyors/explorers 
to build up your internal empire, and armies and 
navies to take new lands by force or to protect what 
you already have. Diplomacy and trade are critical 
tools but the leader who doesn’t use “Renaissance 
men” to explore new technologies will soon find 
knights tilting not at windmills but at cannon-armed 
fortresses. The optional tactical battles play out 
much as in the first game, with forces advancing 
across a horizontal map towards the enemy; this 
time, however, SSI promises better Al performance 
and greater tactical challenges. 

OK, so far that sounds just like /mperialism— 


what's new? Well, the exploration portion is the biggie. You'll start with 
part of the map explored—this is the Old World over which your strug- 
gle will hinge. The rest of the world is a big black space, and it’s up to 
you to send fleets to explore new shores and explorers on foot to delve 
into the continental interiors. If you wish, you may send in armies as well, 
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ake a game like the old boardgame Diplomacy—full of grand-scale 
military maneuvers and more diplomatic back stabbing than you 
can shake an Imperial scepter at—and merge it with a game of 
exploration and conquest like Seven Cities of Gold or Conquest of 
the New World and you'd get a game like /mperialism 2. The his- 
torical predecessor to /mperialism, the game will cover a longer 
period, starting around 1500 and going into the early 1800s (so 
yes, there will be a bit of crossover). This is the period when the 
modern age of empire building really happened, but one that 
hasn’t been covered as a whole. Sure, there have been plenty 
of exploration games, but most of them forget the reason for 
the exploration in the New World; it wasn’t for discovery alone, 
but to ensure a nation’s hold in the Old World—he with the 
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“ Your main map view; while the terrain graphics are simi- 
lar to the original, the colors are more vibrant and the inter- 
face has been improved : 


: Conquer the New World to rule in the Old 


but beware: other Major Powers may make arrangements with 
the native peoples to provide “benevolent protection;” once 
this happens that native group becomes, in essence, that 


Power's private playground (much like Minor Powers in the 


“ Developer Frog City is 
going for a much richer, 
baroque look to the game 


“ Tactical battles won't be 
quite the pushovers they once 
were; for one thing, forts like 
this will now come with fixed 
armaments 


V The new strategic view 
looks better and is functional 
too (you can issue unit orders 
at this level) 


Old World) and you risk war at home if you attempt adventures abroad. 
Nevertheless, you must forge ahead, for the New World offers riches and 
exotic goods unavailable in the Old, resources you must exploit to win 
the game. In a move reminiscent of 
Colonization, slavery will not be modeled. 

Many gamers found the interface in the 
earlier game awkward. For Imperialism 2 
most screens are a click away and you can 
jump directly to other screens, eliminating 
the need to climb up and down through 
layers of screens. Production has been sim- 
plified as well and you can chose to auto- 
mate production settings if you wish. 


Technology, which includes 
“philosophical” advances like 
diplomacy in addition to scientific 
and engineering improvements, is 
expanded via a research tree. 
Given the span of the game, you'll 
start with knights or pikemen and 
grow to musket-armed infantry 
and early railroads, 

SSI promises that the Al will 
play a better game of combat and 
diplomacy. You'll no longer be 
able to sucker punch it by snatch- 
ing an undefended capitol, and it . 
won't retreat its whole army when 
one unit takes significant dam- 
age. The diplomatic “personal- 
ities” of the Major Powers will 
be more apparent, and even 
on random maps nations will 
tend to follow their “real 
world” format; England, for 
example, will usually be an 
island nation. The interface 
artwork has been significantly 
improved; 16 bit color depth 
and a consistent baroque style 
help a lot, and even the map 
screens are more vibrant. 

The 300-plus years covered 
in Imperialism 2 are almost 
three times that of 


Imperialism, but more gameplay doesn’t necessarily mean a better gam- 
ing experience—that’s going to be the job of the new exploration and 
conquest modes, but only the Shade of Columbus knows how it’s going 
to work out in the end. -Scott Udell 

Imperialism 2 * SSI » Windows 95,98, MacOS 
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The cockpits are very, very sharp; the game’s 
virtual cockpit displays are more readable 
_ than some games’ fixed cockpit views 


rom Panzer General to Panzer 
Commander, SSI’s Carl Norman admits 
that games focused on Germany during World War Il have been 
very good for the company. Now SSI is hoping that Luftwaffe Commander 
will do for it in the combat flight simulation world what it has done in 
other gaming realms. Indeed, the very fact that the game focuses on fly- 
ing and fighting from a German perspective is one of the key reasons 
they believe the game will stand out from the surprisingly large crowd of 
WW II flight sims currently shipping. 

Tied in with this German focus is what SSI’s Sean 
Decker identifies as another key component in the game, 
its mission variety. Your career as a Luftwaffe pilot starts 
not over Poland, but over Spain as you fight with the 
“Condor Legion.” From Spain you'll move through the 
Battle of France and the abortive Battle of Britain on to 
the immense struggle across the Western Soviet Union, 
an area flight sims have 
long ignored. Assuming 
you survive all that, you'll 


shee Despite their incredi- 
eventually end up flyingin py, speed, Me 262s could 
defense of Germany itself. be shot down by wily 
You cannot alter the opponents 
course of the war, but 
that’s not SSI's goal; rather, When they say dog- 


they aim to portray the war fight, they're not kidding 


from the level of the indi- 
vidual Luftwaffe pilot. According to 
Decker, “The player is flying with a 
particular staffel (squadron) in each 
combat front. The missions that the 
player is flying are ones that that 
staffel either actually flew or had the 
possibility to fly.” Each of the five 
campaign areas will feature ten mis- 
sions, flown in a linear fashion and 
covering some 50,000 square miles of 
terrain. Missions include bomber 
escort, combat air patrols, anti-ship- 
ping, ground attack, and more. The 
planes you fly in these missions will 
be based on those available during 
the time period—don't expect to 
fight Spanish Republicans with Me- 
262s. Missions can be played individ- 
ually, or you can use the quick mission generator to whip up a mission 
to fit your mood. You also get the chance to fly a few Allied aircraft, 
including the uncommon Bell P-39Q, either in free-play modes or one of 
20 multiplayer-only missions. 

Both Decker and Norman agree that the remaining key feature of the 
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game is its flight modeling, both for the eleven flyable aircraft variants 
and the 50 or so non-flyable planes. The flyable planes include several 
versions of the Me-109; when asked how gamers will perceive this 
Decker says, “The player will absolutely feel the difference. Climb into an 
D model with 1000hp, max speed of 357mph, ceiling of 32,000ft and 4x 
7.92mm MG17s and then compare it to a G model with 1,800hp, max 
speed of 406mph, ceiling of 38,500ft and 2x 7.92mm MG17 and 1x 


20mm MG151.” The FW- 
190 is noticeably absent 
from the flyable list, but 
for a reason. “We decided 
to follow a particular 
path of fighter pilots in 
the Luftwaffe,” says 
Decker. “Most of the 
Luftwaffe’s elite aces flew 
in the lighter Me-109 
series aircraft. [Also,] 
most of the pilots did not 
transfer between the Me- 
109 series and the heav- 
ier FW-190 series.” 
It appears that they 
are aiming to make the 
hardcore mode, which 
they call the Knights Cross level, as hardcore 
as possible, although it’s too early to say how 
they've done. Not wanting to alienate the 
casual computer pilot, they're also offering up 
the Iron Cross mode, where players will be 
able to alter realism settings to taste (but 
where scores will be lower). Beginning pilots 
will be given training missions with an 
instructor (albeit one that Norman admits is 
not as robust as the one in Longbow 2) to 
demonstrate techniques, and all pilots can 
make use of what the team calls “Form 
Augmentation,” an autopilot-like feature that 
helps you stay in formation. 

With three big WW II flight sims out at the 
time of this writing and another two or three 
due within the next six months, Luftwaffe 
Commander faces some very stiff competition. SSI is likely hoping that 
the “luck of the Germans” holds through for the game as it has in the 
past, but it will be up to gamers to decide if that happens or if the game 
ends up going the way of the original Luftwaffe. —Scott Udell 

Luftwaffe Commander ¢ SSI * Windows 95/98 
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You have hardware questions, 
we have answers by Jason Cross 


Q: What’s the best CPU (processor) for a 
Voodoo2? 


A: We get this question, in one form or anoth- 
er, quite a lot. The truth of the matter is, no 
processor is specifically faster for the Voodoo? 
than any other. They're just faster for games in 
general. For some existing games, like Quake 
Il, the Voodoo? can reach its fill-rate limit and 
simply not push any more pixels to your 
screen, no matter how fast your processor is. 
But more recent, and future games, definitely 
get faster as processor speed increases. The 
fact is, the processor does more than just cal-. 
culate geometry for the 3D card—it performs 
physics calculations for world objects, game 
logic, etc. Also, if you buy a processor that is 
“good enough” for today’s games, you'll likely 
find yourself wanting more when tomorrow’s 
games come around. The simple answer is 
this: for all games in general, a faster processor 
is always better. 

There has also been some confusion about 
the Voodoo? on regular Pentium processors. 
Many have claimed that the original Voodoo 
is faster than a Voodoo? unless you have a 
Pentium II or faster system. This simply isn’t 
true. While a Voodoo? does a much better job 
of scaling with processor performance, and 
truly shows its speed with Pentium Il-class 
machines, it will never really be slower than a 
regular Voodoo card. 


Q: I’ve been hearing a lot about the Voodoo 3. 
| really like my Voodoo2... should | replace it 
when the Voodoo 3 comes out? 


A: At the time of this writing, the Voodoo 3 
has just been announced and is quite a hot 
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The Tech is here to help! Gaming hardware can be confusing and 
problematic, and it’s hard to know separate the hype from reality. It 
doesn't help that it seems like it would take a Computer Scientist to 
understand some of the jargon. If you buy a software product that 
doesn’t live up to your expectations it can set you back $50, but 
with hardware costing hundreds of dollars or more, it’s even more 
important to make informed decisions. In this new column, our 
resident hardware expert will try to make the muddy waters clear 
by answering your hardware questions. So if you have something 
you don’t understand about gaming hardware or just want a sec- 
ond opinion, send a question in to tech@cdmag.com. To get things 
rolling in this first edition we'll answer some questions we’re often 
asked in the online forums at www.cdmag.com. 


topic. Though I’m sure more details will sur- 
face in the months to come, it appears that 
one thing is for sure—the Voodoo 3 was 
appropriately named. This is not a new archi- 
tecture from 3Dfx, just as the Voodoo? was 
not really a new architecture, but rather an 
extension of the Voodoo. It’s certainly a fast 
chipset, but it has several flaws that the 
Voodoo and Voodoo? have: it doesn’t do 24 or 
32 bit color, it doesn’t support textures over 
256x256 in size, and it can’t texture directly 
from AGP memory. The lack of some other 
features like a Stencil Buffer are a little worri- 
some as well. Though it’s certainly the fastest 
3D card that’s been announced, the lack of 
some of these features might hurt its visual 
quality and speed on games like Quake III: 
Arena and other future titles. The Voodoo? will 


are impressed by the speed but disappointed 
that some of the Voodoo and Voodoo?’s limi- 
tations remain. | wouldn’t commit myself to 
purchasing it just yet—wait until the card is 
released and there are some reviews compar- 
ing it to the competition. 


Q: | have a 200MHz Pentium and games run 
slowly. What 3D card will extend the life of 
my machine? 


A: | hate to be the one to say it, but the 3D 
card is likely not the cause of your games run- 
ning slowly. Modern games simply demand 
more powerful processors. We've already seen 
games that recommend or require a Pentium 
Il, and this is quickly becoming the norm. 


The fact is, the processor does more 
than just calculate geometry for the 3D 
card—it performs physics calculations 


for world objects, game logic, etc. 


still have one major advantage over its com- 
petition—the ability to support games that 
only use the Glide API. Those “Voodoo only” 
Glide games are a dying breed, so | wouldn't 
consider this too strongly. 3Dfx maintains that 
the missing features and drawbacks aren't 
really that important, and that the raw speed 
of the card is what really matters right now. 
Developers tell a different story, many of them 


While a good PCI 3D card like one based on 
the Voodoo? could certainly improve perfor- 
mance quite a bit, it’s just likely that it won't 
be enough to meet the demands of modern 
games. | would strongly recommend that any 
user without a Pentium Il, K6-2, or equivalent 
processor worry about upgrading that before 
concerning themselves with adding more 
RAM, a new 3D card, etc. This will do more to 


improve your game performance. Upgrading 
to a Pentium II-class machine can be quite a 
big step, since you can’t just pop out your 
old Pentium and stick in a new processor, 
but that’s the price we pay for advancing 
technology. 


Q: Someone told me ! need the latest “refer- 
ence drivers.” What are they talking about? 
Where do! get them? 


A: Reference Drivers are drivers produced by 
the developer of a particular chip or chipset, 
not by the manufacturer of the video card. For 
example, NVIDIA makes the Riva TNT chip, but 
they don’t make video cards. Companies like 
Diamond, Creative Labs, and Hercules make 
cards that use the TNT chip that NVIDIA devel- 
oped. The same can be said of many other 
chipsets for video or sound cards. When a com- 
pany like NVIDIA (or 3Dfx, or Aureal) develops a 
chip for a video or sound card, they often cre- 
ate a “reference” card that is fully functional 
and is used to show off the chip’s capabilities. 
Many times, the actual product you buy from a 
company like Diamond or Creative Labs is pret- 
ty much an exact copy of this reference design. 


A: Normally when we play a game, we push 
around on our controllers, whether they be 
mice, joysticks, wheels, or keyboards. Force 
feedback is when the controller pushes us. This 
has been done to a limited degree with vibrat- 
ing controllers on the PlayStation and 
Nintendo 64, but true force feedback exists 
only on the PC right now. Force feedback con- 
trollers, usually joysticks and racing wheels, 
have motors in them that push the controller 
on queues from the computer. For example, if 
you're racing along in a car and another car 
sideswipes you, the wheel may be jerked to 
the side. Or if you fire that bit ‘ol machine gun, 
the stick might shake and vibrate. 

Opinions differ about the quality of force 
feedback and whether or not it really adds 
gameplay value or is just a gimmick. One thing 
is certain—some games use it better than oth- 
ers. Many games don’t support force feedback 
at all, and some of those that do only give the 
player simple vibrations and shakes. Others 
truly use force feedback well, making the con- 
troller go loose and “dead” when the player 
loses control, jerking it in response to impact, 
and simulating the effect of various terrain. 
Force feedback controllers are usually solid, 
well-built controllers because they're made to 


Opinions differ about the quality of 
force feedback and whether or not it 
really adds gameplay value or is just a 
gimmick. One thing is certain—some 
games use it better than others. 


The companies who actually produce the 
cards you buy (or that are in your pre-built 
computer) are supposed to create and supply 
drivers for that card. However, the company 
that makes the chip for it often makes driver 
improvements, and releases them in the form 
of “reference drivers.” These often work on pro- 
duction cards because many of them are nearly 
exactly the same as the reference design. The 
only drivers you're “supposed” to use for your 
card are the ones provided by the manufactur- 
er, sO use reference drivers “at your own risk.” 
To find out if the reference drivers will work 
with your particular card, you'll have to contact 
the card manufacturer. Below is a list of the 


web sites for companies that often produce ref- 


erence drivers for their chips: 


3Dfx - www.3dfx.com 

NVIDIA - www.nvidia.com 

Aureal Semiconductor (A3D) - www.a3d.com 
$3 - www.s3.com 

Rendition - www.rendition.com 

3Dlabs - www.3dlabs.com 


Q: What exactly is force feedback and how 
does it work? Is it really worth the extra 
money for a force feedback controller? 


stand up to all that moving and shaking, and 
most have all the features that standard con- 
trollers do. Buy shelling out the extra money 
for a force feedback controller, you’re generally 
not giving anything up, and you're gaining 
some potentially cool effects. Try before you 
buy if you can, though—there’s nothing worse 
than paying twice as much for a feature you 
don't really like. » 


= Voodoo 3 announced—The big news this month is 3Dfx's 


~ announcement of its Voodoo 3 chip. Scheduled to be avail- 


able in the second quarter of this year, it promises a lot 
more speed iis any other recently announced chip. The 
single-chip solution will 
actually come in two fla- 
-vors, the Voodoo 3 3000 
_ for the add-in card mar- 
ket, and a slightly slower 


- teres stil say 13 faster shan a Poaneds 


_ The development community has mixed opinions about 

- the chip. While it's undeniably fast, it has the same limita- 

_ tions as previous Voodoo chipsets: it doesn't support 24 or — 
32-bit color, it has a texture size limit of 256x256, it’s limit- 

ed to a 16-bit Z-buffer, and it doesn't have a stencil buffer. 


This basically means that, while their competition has made 


an effort to really improve image quality, the image quality 
of the Voodoo 3 will be : 
about the same as the 

Voodoo. 3Dfx claims 

this really isn't as — 
tant as the raw speed © 
 Aahtnow, ,andthat = 
they'll move to 32bit a 


Be Creative’ s sealants — unveiled its - : os 
: = ala ns for EAX 2.0. EAX, or Environmental Audio Extensions, : 


i Creative's proprietary 3D: sound API which acts as an 


extension to [ DirectSound 3D. EAX 2.0 will add more 


vanced 3D posit ional audio features like occlusion — 


= ~dhstruction, which ' will allow developers to assign properties - ] 
~ to objects like walls or large boxes so that sounds are prop- — 


erly muffled or muted by them. EAX 2.0 will be available 
early in 1999, and Sound Blaster Live owners will simply 
download a driver upgrade to take advantage of the new 
technology. Of course, the games have to support it, too. 


Turtle Beach's sequel—tTurtle Beach announced the suc- 


cessor to its popular Montego A3Dxtream sound card. The 
Montego II, much like Diamond's MX300, will be based on 
the Vortex 2 chip from Aureal Semiconductor, and will retail 


for about $99. The card should support an RCA SPDIF con- 
_ hector and 1/8-inch plugs for full quad-speaker arrange- 
_ ments. The base Montego Il will be targeted at gamers, but 
ae will be two other versions manufactured as well. One 


isan OEM part to be backed into Dell computers, and the 
othetkile "Montego II Home Studio" which adds a Roland 
~ GMGs MIDI daughtercard, an optical 1/0 port, and mee s 


a . — : 
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ercules, Roman name for a Greek 
he demigod, is a name that implies 
strength and power. If you’re an old 

time PC user, however, the name has extra 
connotations—for a long time, Hercules was 
synonymous throughout the PC world with 
graphics. The monochromatic Hercules 
Graphics Adapters were the most commonly 
found video cards in PC-compatibles. But 
times have long since changed. Hercules no 
longer dominates the PC-video space— 
they’re just another player competing with 
the likes of Diamond and STB. And like these 
other players, Hercules produces video cards 
using third party chips, produced by compa- 
nies like Nvidia, Rendition, and 3Dfx. 

Hercules’s latest offerings is the Terminator 
Beast, a card based on the S3 Savage3D 
chipset. The Savage3D represents a signifi- 
cant step forward for S3, and though far from 
perfect, at least puts them back on the map. 

Overall, the Terminator Beast is a relatively 
decent card. The Savage3D supports all the 
basic requirements of 3D functionality, with 
the rather large exception of single pass mul- 
titexturing; however, it can do trilinear filter- 
ing in a single pass. But their texture com- 


TurokDemo-benchmark 640x480 800x600 


Terminator Beast 75.0 
Velocity 4400 106.7 
_ Mystique G200 AGP 73.2 
Monster 3D II (D3D) 69.3 
Obsidian X-24 (D3D) 106.0 
Monster 3D II (Glide) 98.0 
Obsidian X-24 (Glide) 137.9 


Quake II 3.17 DEMO1.DM2—FPS 
Terminator Beast OpenGL ICD 
Velocity 4400 OpenGL ICD 
Mystique G200 AGP (D3D wrapper) 
Obsidian X-24 (OpenGL Beta 2.1) 
Monster 3D II (OpenGL Beta 2.1) 


Obsidian X-24 (Glide) 
Monster 3D II (Glide) 
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S3 tries a comeback in 
the Hercules Terminator Beast 


pression technology 
probably deserves the 
most praise. The 
technique, 

dubbed S3TC 

(S3 Texture 

Compression) 

allows for simple compres- 
sion of texture maps. While S3TC is a “lossy” 
means of compression (meaning in compres- 
sion terms that it changes the original source 
data), it seems to do a fairly harmless and yet 
effective job of reducing the storage space 
required by a factor of six. Software taking 
advantage of S3TC can afford to put many 
more textures in scenes than they normally 
could. As well, because they’re smaller, com- 
pressed textures can be downloaded to the 
card faster giving the card much greater per- 
formance than normal when texturing out of 
system memory. 

While S3TC isn’t being universally adopt- 
ed yet by everyone, it has a couple of big 
pushes behind it. First, it has been licensed 
by Microsoft for use in DirectX 6 and is now 
considered their standard way to compress 
textures. Eventually we should see the fea- 
ture supported by other 
3D accelerator chip 
manufacturers as well. 
And, for people design- 


53.1 ing games in OpenGL, 
the Savage3D's S3TC 
90.1 capabilities are accessi- 
ble through a nice sim- 
50.6 ple extension. 
Even if the game you 
49.5 want to play doesn’t 
directly support S3TC, 
94.6 you can still make use 
of it—the drivers pro- 
NA vided by Hercules have 
an “autocompress” fea- 
NA ture that compresses all 
textures used in a 3D 
640x480 800x600 1024x768 
47.5 NA 24.0 
73:9 62.1 40.5 
41.7 29.2 tf 
84.8 82.1 67.3 
82.8 63.2 NA 
o5. | 90.1 68.0 
88.5 63.8 NA 


game during initial load time. While this 
makes that first load time a little longer, it 
can reduce texture load times later on in the 
game, and thus speedup general gameplay. 
It's one of those really nice features that jus- 
tifies giving the average user access to 
tweaking driver settings. Another such 
option is to force the use of trilinear filtering. 
Due to the S3D performing trilinear in a sin- 
gle pass, this option appears to provide no 
noticeable performance hit, and yet 
improves image quality a bit. 

The Terminator Beast used for this article 
lacked TV-out support (though there are con- 
figurations of the Terminator that support it) 
and came configured with 8MB of SDRAM 
and a 250Mhz RAMDAC. We tested an AGP 
configuration of the card (AGP2X) although 
there are also PCI versions available. While 
the drivers seem to do a decent job, the 
OpenGL ICD is somewhat flaky. While trying 
to benchmark Quake //, it wouldn't run at 
800x600 in 16-bit color mode, instead forcing 
a switch to 32-bit color (with about a 25% 
performance hit). There game also locked up 
from time to time. 

A quick glance at the benchmarks tells us 
that the Terminator performs about 60% as 
well as the RivaTNT, and about 55% as well as 
a single Voodoo’. The Terminator has a faster 
pixel clock than the other two chips, so that 
presumably makes up the rest of the perfor- 
mance difference between the various cards. 
Overall the Terminator performs adequately, 
but by not supporting single pass multitex- 
turing it has a great deal of trouble compet- 
ing with newer cards. 

As far as single texturing games go, we 
looked at the popular Turok demo. While it 
doesn’t touch either the RivaTNT or Voodoo’ 
SLI under Direct3D, it does perform pretty 
well. Interestingly, the Terminator outper- 
forms the G200 family in Direct3D and also 
beats a single Voodoo’ by about 10% or so. 

If price is your only consideration, the 
Beast might be worth a serious look. In the 
end, it simply doesn’t perform as well as 
other products already on the market. Power 
users demanding the best 3D performance 
should probably still look towards either 
3Dfx based hardware, or one of the many 
cards based around Nvidia's RivaTNT. 
—Jonathan Greenberg 

Terminator Beast * Hercules 

www.hercules.com 
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Environmental 
Audio’ 


a CRAIN 


as Blaster® Live!™ changes everything you know about audio. We will 
surround you with an Environmental Audio™ sound experience so amazingly 

real, it has to be Live! Create new experiences with a wealth of breakthrough 
technology. Modify any sound source 


‘o> Sanne in real-time using amazing audio special 
Cy sre me using amazing audio sp 
by CREATIVE? effects like flanger, pitch shifter, echo, 


and distortion. Record and playback 


So Real It Has To Be Live! 


digital inputs and outputs. Hear audio with more clarity and vibrance than 


crystal-clear audio using the included 


you've ever heard before with hardware accelerated audio streams and multiple 
speaker support. Experience the ultimate in gaming with Environmental 
Audio” support in the coolest new games. Not only will Sound Blaster® 
Live!" make your existing games and legacy audio sound clearer, it will 

be like hearing them for the first time. It’s the audio thrill of a lifetime. 


To maximize your true surround-sound experience, add the Cambridge 
SoundWorks® PC Works FourPointSurround™ 


(CAM BRID GE)® 
speaker system. It uses four discrete amplified Sou NDWORKS 


speakers and a separate powered subwoofer to 
produce effective surround audio — regardless 
of room acoustics, player head position, or 


qT 


HITE 


speaker placement. Now you can experience 


truly immersive 3D audio on your PC. 


5 PCWorks FourPointSurround™ 
Sound Blaster® Live!” features: 


> Hollywood-quality re-creation with an astounding -120dB noise floor > E-mu®’s most 
powerful audio processor with 1,000+MIPS and 8-point interpolation > Digital I/O card 
for easy connection to music keyboards and digital audio recorders > Environmental 
Audio” enhances all audio content from the past, present, and future > The Live!Ware 
program provides upgrades over life of product > Hundreds of cool new and upcoming 
titles with Environmental Audio™ support 


Cambridge SoundWorks® PCWorks FourPointSurround™ features: 

> Four compact satellite speakers and a powered subwoofer > Rear surround speakers 
can be placed anywhere with the included tripod stands and wall mounting accessories 
> In-line master volume control for all four satellite speakers and subwoofer > Delivers 
discrete 4-channel surround audio with Microsoft® DirectSound®3D and Creative’s 
Environmental Audio™ supported games 


www.soundblaster.com/experience/ 
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( at this price... ( ( d: 
| Possibly the best \ \ ; 
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® 4 complete 20/ 
froms 2Dtx inte: seave" “5 
. © Features 2 full P2S-5K graphics engine ond Voodoe2 3D 
> @ 16MB of high-performance SORAM and » 250MHr DACE 
sestlutions, cock olid refresh rates, and stunning yenuit & 
©. 8 Boosts your PCs Periorthance and provides Compatibility with 
applications and games in a single, cost-effective upgr 
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Brcae up and brace yourself for the visual ride of your life! 3D Blaster® 
Banshee explodes with rocket-fast 2D performance, startling 3D frame rates, Pind | 
and break-neck video acceleration with an absolutely out-of-this-world price. 666666 6% 


— ain Se Its screaming speed comes from the |28-bit G©GE@eéeee es 


a: 2° 

lng “ak 3Dfx Voodoo Banshee” processor, which includes 
a 3D engine based on the Voodoo2”™. A full I6MB | 
of |OOMHz synchronous memory anda 250MHz ¢ ¢ ¢ ¢ ( ( ff VY yy 


RAMDAC give you ultra-high resolution and BAS APPI)D)DO)D. 
ee © © © EXPER 


| AAA 


| “Afi mercies Puttin & 500 C 


The Fastes “ 


OES ESS SSS millions of colors. With DirectX®, Glide®, and 


3Dfx OpenGL® drivers, tuned for compatibility with the widest range of applications —__, 
and games, this affordable, easy-to-install graphics accelerator is a must for every 


PC. It’s a gamer’s dream come true and it doesn’t break the bank! \ 3D B lastr J through , 
( its paces,wecan ( 
Graphics Blaster® RIVA TNT™ delivers blood-curdling performance. It’s packed ‘ ‘happily and heartily’ 
with workstation power whether you're a hard-core gamer or a hot-shot 3D | ) recommend it. | 
designer. An ultra-wide, |28-bit memory a ( —- PC Gamer, May 1998  Y q 


architecture synchronous memory supported © { yy Blaster°Voodoo2” | X 


by a TwiN-Texel, 32-bit color 2D/3D engine ' * 3 PF ’ | ' ' : ( N \ \ ( Ny 

\ \ \ a 
that has all the toys: bump mapping, multiple BPeaeeeeye-VIID 
texturing, and even full-scene anti-aliasing. C & 4 


Whether you need to work with incredible 
precision or play games with liquid-smooth speed, atid Blaster® RIVA TNT™ 
is what you've been waiting for. 


3D Blaster® Banshee features: 

> Complete 2D/3D graphics solution based on the new Voodoo Banshee” chipset 
from 3Dfx Interactive® > Features a full 128-bit graphics engine and Voodoo2™ 3D oy = 
rendering technology > I6MB of SDRAM and 250MHz DAC deliver awe-inspiring y QS 
resolutions, rock-solid refresh rates, and stunning visual quality > Boosts your PC’s | | » ee nVIDIA RIVA INT"\ 
performance and provides compatibility with the widest range of applications and 


— a 


games in a single, cost effective upgrade 


590-9013-83 


Graphics Blaster® RIVA TNT™ features: CS 7 muh 
> World-class 2D/3D, and video acceleration using the RIVA TNT™ processor from nVIDIA® ~ 7 
> Ultra-wide, high speed 128-bit memory architecture and TwiN-Texel 3D pipeline deliver 
mind-numbing speed in virtually any application > I6MB 125MHz synchronous memory 


and a powerful 250MHz DAC provide incredibly high resolutions and refresh rates for Ce keRAREE q @ @' 
brilliant, vivid images > Perfect platform for the power-user, gamer or graphic designer Our graphics line-up utilizes the hottest \ 
_ chipsets available! 


www.soundblaster.com/experience/ “SSA AAAAAAAA 
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A heart-pounding cinematic experience is no longer restricted to the 
big screen! Building on the award-winning success of Creative’s PC-DVD™ 
products, PC-DVD™ Encore 5X brings the 
digital difference right to your home. Complete 
with DynamicXtended Resolution™ (Dxr™2) 
Technology enhanced resolution capabilities, 
and Dolby® Digital audio for stunning picture 
and sound, PC-DVD™ Encore 5X will knock 
you off your feet! Movie playback is just the 


CREATIVE 3 mam 


beginning. PC-DVD”" also runs all your cool 
CDs. And it can access up to 17GB of information on a DVD-ROM. 


To ensure the ultimate live experience, simply add Cambridge SoundWorks® 
DeskTop Theater™ 5.1 speaker system. 
Now you can experience truly explosive 


(CAM BRID GE)® 
SOUNDWORKS 


ef 


movie theater Dolby® Digital surround 
sound with five independent speakers 
and a subwoofer without the high cost 
of a Dolby® Digital receiver. Like any 
great film, words hardly do justice to 
the PC-DVD" Encore 5X and the 


DeskTop Theater” 5.1 speaker system. 


PC-DVD" Encore 5X features: 

> DVD player for your TV - The Dxr"2 board comes with high-quality S-video 
and composite outputs to connect to your TV > DVD player for your PC - a 
high-definition, resolution-enhanced DVD player on your PC monitor in a fully 
resizable window > 3rd Generation DVD-ROM drive screaming at 5x DVD speed 
> Dxr"2 movie picture enhancer is comparable or better than some expensive 
line-doublers > Accesses up to 25 times more information than a CD-ROM 


DeskTop Theater” 5.1 


Cambridge SoundWorks® DeskTop Theater™ 5.1 features: 

> Delivers movie theater sound with Dolby® Digital 5.1 and Dolby Surround® audio 
with PC-DVD" or consumer DVD players > Dolby® Digital decoder amplifier with 
five discrete compact satellite speakers and subwoofer. No separate receiver required 
> Creative Multi-Speaker Surround” upmixes stereo to 5.1-channel surround audio 
> With Sound Blaster® Live!”, it delivers discrete 4-channel surround audio with 
Microsoft® DirectSound"3D and supported Environmental Audio™ games 


www.soundblaster.com/experience/ 
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W... changing the way you think about your gear. We call it the Live! experience. It’s a totally different 
way to interact with your PC. It’s a totally different way to stimulate your senses. Transform your ordinary 
PC into an extraordinary play center at an incredibly affordable price! Head on down to your local dealer 


and bring your PC to life TODAY! 


Work & Learn 


Product 
> Sound Blaster® Live!” 
> Sound Blaster® Live!" Value 


> Sound Blaster® PCI128 


> 3D Blaster® Banshee (AGP & PCI) 
> Graphic Blaster® RIVA TNT™ (AGP & PCI) 


$ 169% 
Call Now! 
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their respective holders. Unreal® 1998 Epic Megagames, Inc. All rights reserved. Created by Epic Megagames, Inc. in collaboration 
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The Quantum 3D Raven is a good choice for the cost-conscious 


uantum 3D has been known for taking 

the high road with their 3D graphics 

products, creating special 3Dfx 
Voodoo-based cards for the high-end market. 
Most recently, they developed the X-24, a sin- 
gle-slot SLI card based on the Voodoo’ chipset 
that eliminated the need to have two separate 
cards to increase performance. Even with its 
more standard products, Quantum 3D would 
often stray from the chipset maker’s original 
reference designs, adding several tweaks and 
improvements that made their products some- 
what better than the competition, though 
often more expensive and late to market. 

With the Raven, Quantum 3D changes their 
philosophy, sticking to 3Dfx’s reference design 
for their Voodoo Banshee 2D/3D card. The 
Banshee is not a direct competitor for the 
Voodoo’; instead, it is a card for those building 
more budget-minded PCs or for hardware 
manufacturers looking for a good, inexpensive 
singie-card solution for 2D and 3D. 

With 16MB of SDRAM in a unified memory 
configuration, the Raven supports 3D resolu- 
tions up to 1600x1200, but you'll never get 
acceptable performance at that level. More 
important is its ability to display your 2D desk- 


Benchmarks 640x480 800x600 1024x768 


Quake 2 v3.19 S62... 395 
Unreal v 219 aS. 282 
3D Mark 99 2407. —s:*1893 
2D Winbench 99 = NA 125. 


Benchmarks performed on: 350MHz Pentium II, 64MB 
RAM, Windows 98, driver version 4.10, vsync off 


top at 100Hz at that resolution, or 120Hz ata 
more reasonable 1024x768. At common game- 
playing resolutions of 640x480 and 800x600, 
that 16MB of unified memory leaves plenty of 
room for lots of textures, too. 

Installation is a snap, and is 
detailed clearly on a small 
instruction card. That card is 
all the documentation there 
is, though, so don't 
expect a printed 
instruction manual 
for the packed- 
in games. 

What's really 
important, of 
course, is 
game perfor- 
mance. The 
Banshee chip is 
basically a Voodoo’ 
3D core with only one 
texture processing unit and a very 
fast 2D core integrated into a single 
chip. It’s fair to assume then that the Raven 
would deliver 3D features similar to the 
Voodoo and slightly slower performance, and 
that’s exactly what it does. 
Like the Voodoo’, it is limit- 
ed to 16-bit color, a 16-bit z- 
buffer, and textures no larg- 


failed er than 256x256. For a 
“budget” card, though, 
18.0 that’s not necessarily bad. 
The big benefit is that, 
1377 being based on the 3Dfx 
; : : Banshee, the Raven offers 
8 4i2 


the widest possible range of 
support. Direct 3D, OpenGL, 
and Glide are the major 
APIs in the gaming world, 
and naturally the Raven 


supports them all. No matter what 3D game 
you want to play, if it works with 3D hardware, 
it works with the Raven. 

The card isn’t as fast as the hot-rod Riva TNT 
and Voodoo’, as one would expect for a card 

targeted mainly at the OEM 
market. On our test sys- 
tem (a Pentium II 350 
with 64MB of RAM) we 
achieved very playable 
frame rates at a resolu- 
tion of 800x600 in nearly 
all games, and even 
1024x768 was 
smooth in a few 
cases. Curiously, 
Quake II failed to run 
at any resolution 
higher than 800x600. 
The Banshee doesn’t 
support multitexturing in 
a single pass as the Voodoo’ and Riva 
TNT do, so those are better choices for the 
hardcore game fanatic looking for top perfor- 
mance. Power-users looking to achieve the 
highest possible framerates are better off 
spending some extra money for a more full- 
featured, high-powered card. 

For the more price-conscious, the Quantum 
3D Raven is a good choice. Not only does it 
deliver very good 2D and 3D performance for 
a budget card, but it comes packed with three 
full versions of Midway games: the stellar NFL 
Blitz, Gex: Enter the Gecko, and Rush the Rock. 
For users with an aging system who are look- 
ing to add a 3D card to prolong its life before 
the inevitable upgrade, the Raven in an excel- 
lent choice. The combination of price, perfor- 
mance, and compatibility is hard to beat. 
—Jason Cross 

Quantum 3D Raven -Quantum 3D 

www.quantum3d.com 
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All aboard the sequel to one of the best games of all-time 


s sequels go, Railroad Tycoon II is a bit of a 
peculiarity. That someone would want to 
make a sequel to Sid Meier's landmark rail 
sim is not at all surprising—there has been a 
dearth of non-combat strategy games in the 
past few years, and the genre is itching for a 
booster shot of innovation. What is unusual is 
the fact that developer PopTop Software did 
not originally intend to create a sequel, at least 
not in a trademark sense. Much of the game 
had already been designed by the time a deal 
was closed with MicroProse for the Railroad 
Tycoon trademark, leaving designer Phil 
Steinmeyer very little time with which to fill Sid 
Meier's shoes. 

Fortunately for fans of the genre, they seem 
to be a pretty good fit. Railroad Tycoon II man- 
ages brilliantly to capture not only the ele- 
ments that made its predecessor fun, but also 
the unique and compelling atmosphere of the 
era of the robber barons. From an interface 
bristling with pipes and gauges to the gritty 
black and white film clips that play throughout 
the game, every detail drips with ambiance. 
The folksy harmonica chords and steel guitar 
riffs deliver what is probably the best blues 
music ever to grace a PC CD-ROM, and after lis- 
tening for a while you may want to hop ona 
boxcar yourself and open a can of beans with 
your teeth. The game’s visuals are of equal cal- 
iber; it is easy to lose yourself in the 1024x768 
and 16-bit color vistas dotted with steel mills 
and cotton farms. (Your video card must sup- 
port this resolution for the game to run.) 

The graphics are one of the first improve- 
ments players will notice, probably because 
they are one of the only elements of the origi- 
nal game that have succumbed to the passage 
of time. Eye candy may not be everything, but 
even stubborn minimalists will find it difficult 
to retain a frown the first time they watch a 
Mikado 2-8-2 puff black smoke as it pulls a line 
of cattle cars away from the station. Buildings 
are similarly striking, and little animations 
abound. Clothes flap in the breeze behind a 
house while cattle file up a ramp and into the 
meat packing plant next door—the world of 
Railroad Tycoon II is impressive in its detail. 

That this detail is merely the icing on a very 
substantial cake is more impressive still; while 
the visuals may abound, the gameplay does 
not disappoint. Veterans of the original game 
will not feel too far out of their element, and 
the basic principles remain the same. Build a 
rail line, plan and manage train routes, crush 
your competitors (in a strictly financial sense), 
and thank the powers that be for the fact that 
the game fails to model the Sherman Anti- 
Trust Act of 1890. Like the original, events play 
out in real-time—game speed can be adjusted 
from a snail's pace to a dizzying blur, or you 
can pause the action to lay some track, review 
your stock portfolio, or fiddle with your train 
routes. The interface is logically laid out and 
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Ah, Los Angeles... all that’s missing is the smog. The station building screen is similar to the city 
screen in a game PopTop previously had a hand in, Heroes of Might and Magic II 
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Costs and grade information appears as track is 
dragged with the mouse 


easy to use, and if it takes a few too many 
mouse clicks to access some of the screens, 
the weighty amount of information being pre- 
sented (and a few handy hot keys) goes far 
towards making amends. 

The three-dimensional terrain is more of a 
departure, and while it does look nifty it also 
has the practical effect of making it easy to 
visually determine where to run your tracks. 
Laying track is a drag and drop routine that can 
be a little tricky to handle until you get the 
hang of it. The track will try to conform to the 
best possible route as you drag the mouse 
(automatically adding turns and player-speci- 
fied bridges as needed), but what the comput- 
er considers to be the best route often is not. 
You can cancel a length of track before it is laid 


A patch released shortly after the game was 
released makes it easier to determine whether 
a station is connected to a given city or town 


by hitting the escape key before you release 
the mouse button, but on those occasions 
when your finger slips you might wish the 
game offered an undo option as well. 

One drawback the terrain presents is the 
game’s curious lack of tunnels. PopTop con- 
tends that they just did not fit the scale of the 
game—one map square is approximately ten 
miles, compared to several hundred feet for the 
average real world tunnel. (Apparently the fact 
that the maps are dotted with 20-mile tall grain 
silos escaped PopTop’s notice.) The game does 
at least make an effort to model the effects of 
tunnels—dragging track across a hill produces 
a slight decrease in grade and a giant increase 
in cost. It can still be difficult at times to run 
track through rough terrain that real world rail- 
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Another Heroes of Might and Magic-inspired innovation takes the form 


of a variety of managers available for hire; each grants a different set of 


bonuses and penalties 


The map editor will translate player-provided 
grayscale images into three-dimensional terrain 


roads managed to conquer with the help of a 
few tunnels, however. A little extra effort fine- 
tuning the placement of your track will general- 
ly get you through all but the worst inclines, 
but a more significant reduction for the steep- 
est grades would not have been unwelcome. 

A few other features did not make the cut 
from the original game, but for the most part 
they probably will not be missed. A few people 
may lament the absence of switches and signal 
towers, but their abstraction allows the player 
to pay more attention to some of the more 
interesting aspects of the game without the 
fuss of making sure that trains are not running 
on a collision course. 

The game includes a variety of stand-alone 
scenarios, as well as a campaign composed of 18 
maps that span the entire history of the rail 
industry... quite a step forward from the four 
maps that shipped with Railroad Tycoon. The 
scenarios themselves feature an excellent variety 
of locations and victory conditions, and a pol- 
ished editor allows aspiring map makers to cre- 
ate their own scenarios, right down to the scripts 
that drive in-game events. Multiplayer options 
are another nice addition, though the epic 
length of many of the scenarios makes playing a 
full game a lengthy proposition. The manual is 
merely adequate, explaining the basic functions 
of the game and little else. Compared to the 
attention to detail lavished on the game itself, it 
falls a little flat. A bit more depth and some addi- 
tional historical background (especially for the 
train engines) would have been nice. 
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A number of special... opportunities... can 
make your life interesting in some scenarios 


Running a railroad is an exercise in resource 
management, and Railroad Tycoon II has 
resources in spades... 34 of them, to be exact. 
Resources are supplied by a variety of indus- 
tries scattered across the map. Industry place- 
ment is random, but tends to be weighted 
towards reality (auto plants are likely to spring 
up near Detroit, steel mills can often be found 
near Pittsburgh). Some industries generate raw 
resources such as grain or coal while others 
process one or more resources into refined 
goods such as food or steel. Cities and towns 
form the backbone of any route, as they 
demand a number of refined goods as well as 
passengers and mail. Competing companies 
can service the same cities and industries with 
different stations, making for a less arbitrary 
dynamic for competition than the “rate wars” of 
Railroad Tycoon. The player can even use a 
competitor's track... for a fee. The revenues 
your railroad earns for hauling cargo are driven 
by supply and demand, and the myriad differ- 
ent factors that influence this model make get- 
ting ahead a complex and interesting chal- 
lenge. The map will change over time to reflect 
the growth of new industry and the economic 
state of a given area. A town that is thriving 
from the service of a rail station will grow over 
the years; isolated industries might eventually 
disappear. The fact that new industries can not 
be purposely built adds a twist to the strate- 
gy—the player has to make the best out of 
what he or she can find. 

Railroad Tycoon Il expands on opportunities 


Electric engines are efficient, but they can only 
run on electric track... batteries not included 


for financial mayhem as well. The game distin- 
guishes between the player’s character (one of 
a number of historical rail barons that varies by 
scenario) and the company that character runs. 
Companies can issue stock and bonds if market 
conditions and the board of directors allow, 
and the player can invest his or her character's 
personal cash in any company’s stock, provided 
that public shares are available. A surprising 
number of options exist for more manipulative 
financiers, from corporate mergers to margin 
buying and short selling of stock. Players who 
are wary of all things pecuniary can elect to 
leave the stock market alone, and those that 
are truly phobic can opt to play in “sandbox 
mode” without any competition or monetary 
concerns at all—kind of a fancy virtual train set. 
Those that do will be missing out on one of the 
best features of the game, however. 

Railroad Tycoon Il is not a game without 
flaws, but it is a game largely unhampered by 
them. Part strategy game, part model railroad, 
part financial simulator... if you find any of 
these things appealing, then this is probably 
the game for you. —Benjamin E. Sones 
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Railroad Tycoon Il 
PopTop Software * www.poptop.com 
Requirements: Windows 95/98, 133MHz 
Pentium, 16 MB of RAM, 4X CD-ROM = 
Multiplayer: 2-16 players, Internet, LAN, 
modem, null modem 
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commander of the 1015¢,”"The 1015t has 
no history, but it has a rendezvous with 
destiny!” The full extent of this statement 
would not be realized until the early morning 
hours of June 6th 1944, when the 1015t took 
the leap that would propel them into leg- 
endary status as the Screaming Eagles. 

True to the subject matter, 7075*: Airborne 
Invasion of Normandy is a squad-level tactical 
wargame that captures the historical feel of the 
fateful actions of the men in the 1015. A grog- 
nard's dream, this turn-based game delivers the 
detail and depth that hardcore fans have long 
been clamoring for, maintaining the highest 
levels of detail, realism and historical authentic- 
ity seen in a game that’s still fun. It succeeds on 
many levels, but excels in its mood of authen- 
ticity. That, in the end though, may be what 
results in the few flaws that mar an otherwise 
near classic. 

The action begins at your base, which is a 
staging area, somewhere in England. The first 
decision you'll have to make is choosing which 
of the nine possible campaigns you want to 
tackle. From there you'll hand-pick “your stick” 
from a wide selection of enlisted men and offi- 
cers (18 paratroopers make up a stick). Each 
has their own stats, skills, voices, and bios. You 
will also need to supply your men with equip- 


— aid Brigadier General William C. Lee, first 
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ment and weaponry, and the selection of 
equipment and weapons available are histori- 
cally accurate and very detailed. 

Historically, the drops over Normandy didn’t 
go well, and in the game it’s not uncommon for 
paratroopers to get lost, injured, or killed dur- 
ing the drop. Landing in the campaign with 
only five of your eighteen-member stick intact 
can be frustrating, and you'll likely want to try 
dropping again. Luckily, a load out save feature 
will keep you from having to redo the drop 
from scratch. 

Once on the ground, you'll find that the game 
becomes part adventure, part puzzle, but mostly 
a quality tactical wargame. The game maps are 
huge, but your playing map only represents 
1/42 of the total campaign map you'll need to 
navigate. The drops often land you off course, so 
it’s often a struggle to find your current location 
based off the small area you're in. Unfortunately 
even with the redeeming auto-move feature, it 
can take a good twenty minutes to move across 
the length of playing map due the plodding 
speed of your paratroopers. Players that are not 
drawn in to the challenge of a patience-manda- 
tory cerebral conflict may be turned off by the 
time it takes to slowly work their stick to the 
action of the next engagement. 

The tactical portion is well designed, though 
it can put the player’s patience to the test. The 


Trudging through the Normandy countryside 


command menu and the initiative-based por- 
tions of the game are strongly reminiscent of a 
much-improved Wages of War model, while 
movement and the streamlined interface have 
apparently borrowed the better elements of 
Incubation's system. 1015t also superbly handles 
the pace and mood of a nail-bitingly suspense- 
ful squad level tactical game. From your para- 
troopers cautiously padding through the 
hedgerows to the superbly done music with 
the sporadic background noise of gunfire, 7075¢ 
does a outstanding job of keeping the patient 
player on the edge of his...er hedgegrow. 

Combat and weapons effects are surprising- 
ly realistic without causing undue burdens to 
the player, and the game also does an incredi- 
ble job of simulating morale issues. Enemy fire 
can cause your units to panic, surrender, 
become suppressed, or even go berserk. 
Morale, more than injuries, can often play a piv- 
otal role in combat—for example, you can 
sometimes get enemy units to panic, or even 
surrender, by firing on their position even 
when you can’t see them. 

1015t is probably the first tactical squad 
level wargame with this scope of realism and 
detail. It’s also a game long overdue! 1075t sets 
new standards for in-depth squad-level 
games. The detail, historical realism, and mea- 
sured pace may not appeal to all, but any true 
grognard would be remiss to pass this one up. 
—David Finn 


1015t; Airborne Invasion of Normandy 
Empire Interactive * www.empire-us.com 
Requirements: Windows 95, 98, 133MHz 
Pentium, 16 MB of RAM, 6X CD-ROM = 
Multiplayer: 2 players, Internet, LAN, or modem 
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| The tower you designed at Waikiki is the ultimate tourist magnet. $3000-a 
| night hotel suites.Duty free shopping. Korean BBQ restaurants. You're packint 
| themin. Unfortunately, the same could be said for your only elevator. You better 
| spend the dough to build more or the tourists will go to Miamiandyou'llbe 
| taking the express car to bankruptcy. From Yoot Saito, the creator of Sim Tower. 
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ominant Species 


An alien invasion is a great excuse to blow stuff up 


n an industry where over-hyping followed by 
disappointment is common, it is rare to find a 
game where the opposite is true. This is the 
case with Red Storm’s latest release, Dominant 
Species. Adopting ideas from other genres and 
innovating on its own, here we have a serious 
contributor to the real-time strategy genre. 

The basis of the game is a mortal battle 
between the Mindlords and the evil human 
invaders. The Mindlords were merrily engaged 
in a perpetual state of war amongst them- 
selves, but the humans came along and 
caused, well, a perpetual state of war. The play- 
er takes the role of a Mindlord and attempts to 
repel the alien invasion. 

In many ways, the engine is reminiscent of 
Myth’s. You fly low over the map, ordering 
units to do your bidding. Dominant Species 
gives you more flexibility than Myth; you have 
full control over your perspective and can 
move freely in three dimensions. The highly 
customizable interface has lots of features that 
make this easy. One great option is to have the 
view follow a unit. This allows you to see the 
battle without constantly messing with the 
controls, which is nice as the units are fast- 
moving and the maps are often huge. 

Graphically, the game is impressive. 
Enormous cliffs, rolling hills, and glittering lakes 
add a lot to both the aesthetic and strategic 
portions of the game. The only objection here 
is the choice of colors; dull greens and browns 
are common. However, the sky and water are 
nicely done and all of this is integrated well 
into a smooth, consistent world. 

The unit graphics also look fantastic. Three 
dimensional models are used and the fluidity of 
movement and melee combat is excellent. 
Many of the units are a little comical. Gauphs, 
the worker units, bounce merrily across the 
screen; it’s hard to resist a chuckle seeing these 
guys jump about. Human infantry are not taken 
too seriously, either; they look and move like 
someone stuck all three Stooges into the same 
space suit. Many effects like these give the 
game its great atmosphere. 

The Mindlord force has twenty-seven crea- 
tures, but many of these are more powerful 
versions of a base unit. The few types of units 
can be considered a boon, though, as these are 
all that are needed and it greatly reduces the 
. learning curve. The early units have only melee 
attack abilities, but more advanced units have 
acid or lightning attacks, or the ability to lob 
devastating balls of energy. As your creatures 
gain experience, they level up and become 
more powerful. Also, interacting with your 
troops is enjoyable; they squawk to get your 
attention and tilt their heads towards the sky 
and cheer after a victory. 

The game features traditional RTS game- 
play—build a base and harvest resources. 
Instead of buildings, bases consist of really big 
plants. This makes defense rather amusing—it 
is not often you see a houseplant shooting fire- 
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A gauph looks at a newly planted harvester, 
admiring his handiwork 


balls at an approaching mob of bumbling 
astronauts. The bases themselves usually have 
only a few buildings; there are no sprawling 
kingdoms with impenetrable defenses as found 
in other games. The game emphasizes efficient 
use of units rather than base construction, 
which many will find a welcome change. 

Like most games of this genre, the artificial 
intelligence is a bit quirky. Some aspects of it 
are quite good: when attacked, units will group 
and defend themselves automatically. Unit 
pathing is decent, but occasionally a unit will 
get “stuck” on a building and take several sec- 
onds to realize it has to go around. The only 
real problem with the game is that the enemy 
Al sometimes misses obviously good moves. 
However, most of the missions are quite diffi- 


The Mindlords don’t have streetlights, but pow- 
erful balls of energy brighten a nighttime battle 


cult, and it is the occasional Al mistake that 
makes them winnable. 

Dominant Species manages a wonderful bal- 
ance between graphics, strategy, and humor. 
The units are excellent, as is the execution. In 
short, Red Storm has given us a remarkable 
product that has value for any fan of the real- 
time strategy genre. —Ryan Brush 
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Dominant Species 

Red Storm Entertainment * www.redstorm.com 
Requirements: Windows 95, 98, 200MHz 
Pentium or higher, 16 MB of RAM, 4X CD-ROM + 
Multiplayer: 2-4 players, Internet, LAN 
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Enemy Infestation 


Real-time strategy hampered by a need for speed 


nemy Infestation is the latest entry into the 
increasingly-crowded real-time strategy 
genre. Players pit a handful of colonists 
against the traditional implacable alien horde. 
While the game does distinguish itself in some 
ways, it isn’t without some significant flaws. 

Real-time strategy games too often have a 
heavy emphasis on large-scale battles, where 
scores of units clash on the battlefield. 
Resource management is another chore almost 
expected in the genre. Enemy Infestation does- 
n't follow this formula. It also avoids outdoor 
battlefields in favor of the cramped spaces of 
buildings and space stations. 

Instead of churning out a nigh-endless 
stream of units, the player is given a handful of 
units—no more than 12, and sometimes less. 
Unlike the faceless hordes of generic units 
spewing from the barracks in a game like 
Command & Conquer, the colonists of Enemy 
Infestation are men and women with unique 
faces, names, skills and oft-corny voice acting. 
There are 20 characters in the game, and they 
run the gamut from frail physicists to macho 
soldiers, with cleaning robots, bartenders and 
doctors thrown in for good measure. Each 
colonist has a special role to play, and learning 
their strengths and weaknesses is an essential 
key to mastering this game. Players quickly 
learn that no loss is easy to bear, and in fact 
some characters must be protected at all costs 
due to their unique skills. 

With no base or construction to worry about, 
you're free to concentrate on tactics. The aliens 
are tough opponents, made even tougher by 
the game’s scenarios having a time limit that 
prevents you from carefully orchestrating an 
offensive. Moreover, the aliens grow, which 
means the longer you wait, the bigger and 
meaner they get. Speed is of the essence, 
which is a shame as the game’s large maps 
(which are truly excellent) and paucity of 
resources make a more cautious style of play a 
natural fit. This “need for speed” is perhaps the 
game’s greatest flaw. 

The colonists’ weapons consist of both mili- 
tary fare like rocket launchers and improvised 
arms, like bug spray and laser welders. Due to 
the aliens’ physiology, each weapon has a dif- 
ferent effect in each scenario. In one scenario, 
the hair spray might be lethal; the next time 
out, it might make the aliens to grow, divide, or 
flee. Obviously, the weapons must be tested 
cautiously. They can also be improved, assum- 
ing you can get them and a scientist to a labo- 
ratory. Securing these weapons research facili- 
ties is a key strategy, because it can increase 
your troops’ lethality greatly. 

The game’s interface is a mixed bag. On the 
plus side, commands can be queued with the 
shift key. Pathfinding is also well-done. That, 
combined with the ability to group colonists 
into numbered groups for quick selection, 
makes moving your teams around a smooth 
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[clockwise from top] Use a character with the Research Weapons skill and the ChemLab to boost 
the efficiency of chemical weapons in play; Troops are slow to make it through doors. This makes 
it hard to charge a crowded room, as seen here. Use a robot as a diversion, if you have one to 
spare. Squirt? Here, boy...; Tiny cambots can be sent into enemy-held territory without attracting 
any attention. This unit has infiltrated the alien Queen’s lair. Defenses look light — time for action! 


process. Unfortunately, they can be hard to 
manage in combat, even when using the pre- 
set actions of Guard, Fight, and Hide. For exam- 
ple, often they won't fire their weapons rapidly 
enough without repeated clicking on the 
enemy. It’s also difficult to micro-manage the 
“support staff” of technicians and doctors in 
the heat of battle; luckily, a cooperative multi- 
player mode is offered, with free play on 
Heat.net and MPlayer. This makes it easier to 
direct the non-combatants. 

There are some curious game design choic- 
es, such as the inability to open doors without 
walking through them. Colonists are also limit- 
ed to carrying one item at a time, which means 
that they'll have to run back and forth to 
weapons rechargers. This makes it vital to fight 
as efficiently as possible. 

The aliens themselves are the standard 
green-skinned, ill-tempered fare, but there are 
some twists. The Thinker caste can use 


weapons, pick locks, and generally make life 
miserable for the colonists. Queens can pro- 
duce new aliens, and so are guaranteed to 
keep a scenario crawling. Worst of all, if the 
aliens cart off a downed colonist, they can 
absorb their skills and begin to use them. 

Enemy Infestation certainly isn’t the first 
game to limit your resources, or give your units 
a personality, but it is a nice change from the 
real-time staple of tank hordes and legions of 
faceless minions. Unfortunately the game has 
enough flaws that it won’t win any converts to 
the real-time genre. —Matt Staroscik 
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Enemy Infestation 

Ripcord Games * www.ripcordgames.com 
Requirements: Windows 95, 98, 200OMHz 
Pentium or higher, 32MB of RAM, 6X CD-ROM + 
Multiplayer: 2-4 players, Internet, LAN 
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KKND: Krossfire 


More death and destruction hits real-time strategy 


f you did not crush, kill, and destroy 
enough in the first one, here is your chance: 
Krush, Kill, ‘n’ Destroy: Krossfire is finished. 
Yes, it is another real-time strategy game with 
little new to offer, so go ahead and let out that 
groan that you've been suppressing. What 
makes Krossfire different is that some really 
good ideas shine through, but there is still a lot 
of undeveloped potential. This game could 
have been great, but didn’t quite make it. 

Krossfire, set on post-apocalyptic Earth, starts its 
story forty years after its predecessor. In addition 
to the Survivors and Evolved in the original, a new 
side has been added: Series 9 agricultural robots. 
Nothing ticks off a farming robot more than the 
destruction of crops, and it’s pay back time. 
Unfortunately, the addition of a new side has very 
little effect on the gameplay—there are no signifi- 
cant differences between it and the others. 

The game uses two dimensional maps and 
sprites for units. While this lacks the flair of a 3D 
game, it’s well-executed, with terrain graphics 
and explosions that are on a par with other 
games in the genre. A fair amount of variation 
exists in the terrain; city, jungle, and desert 
maps are all well done. Also, the terrain is actu- 
ally effective; for example, infantry units can 
move through trees, but vehicles get stuck. 
Controlling high ground is a huge advantage: 
units can shoot down over a cliff, but the poor 
saps below cannot return fire. 

The units graphics are excellent, with lots of 
variations between the sides. Unfortunately, the 
differences end there. All three armies are effec- 
tively identical, functionally speaking—there is 
an exact counterpart for every unit. This severe- 
ly limits the replay value; once you know one 
side, you know them all. Another problem is the 
lack of creativity. All sides have the equivalent 
of the big tank, the bigger tank and the truly 
devastating really really big tank. Bombers and 
transports are also included, but the strategy of 
the game boils down to whoever has the most 
powerful guns. This makes the strategy rather 
flat; everyone loves teleporting an army into the 
enemy base, but here it cannot be done. 

The equivalent sides and lack of creative units 
does have one advantage: play balancing is not a 
problem, with one exception. The defensive struc- 
tures are incredibly powerful. Most maps have 
choke points and players can set up a few towers 
capable of repelling huge armies until really pow- 
erful units become available. This makes design- 
ing an attack very challenging, but discourages 
attacks, slowing the place of the game. 

The enemy artificial intelligence is decent; 
units play as a team rather than a bunch of 
NBA stars. The computer usually has a huge 
numerical superiority, but who wants even 
odds, anyway? The end result is a pretty hard 
game. After the first mission, it gets extremely 
difficult to blast through enemy defenses 
before being worn down by constant attacks. 
The only real problems in the Al department lie 
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With cannons bigger than some rural commu- 
nities, tanks can be devastating 


in unit pathing; troops seem to think the short- 
est distance between two points is pacing back 
and forth behind friendly units in the way. 

Despite these shortcomings, Krossfire does 
have its good points. The user interface is excel- 
lent, among the best in real-time strategy gam- 
ing. Units are built using a menu on the side of 
the screen that is minimized when not in use. 
Players can quickly move down the menu to 
select what to build. This frees up the screen 
while giving the player complete control. Also, 
the requisite way point and rallying point func- 
tions are included and are quite intuitive. 

Krossfire is a marginal contribution to the 
genre. Decent artificial intelligence, nice graph- 
ics, and a good interface make it stand above 
many of its competitors, but there is not 
enough here to make the game shine. When all 
of the little features are boiled away, we yet 
have little more than another real-time strategy 
game pulled into the trap of trend chasing. 
—Ryan Brush 


Air strikes are frustrating for those who have 
no anti-aircraft guns 


Even a couple of gun turrets can stop an 
assault cold 


KKND: Krossfire 

Melbourne House * www.melbournehouse.com 
Requirements: Windows 95, 98, NT 4.0, 133MHz 
Pentium or higher, 16MB of RAM, 4X CD-ROM = 
Multiplayer: 2-8 players, Internet, LAN, modem 
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Chessmaster 6000 


Chess with all the bells and whistles 


indscape keeps rolling out their 
updates to the Chessmaster series, the 
latest being Chessmaster 6000. These 
programs are aimed at the novice to intermedi- 
ate chess player, casual players who value an 
intuitive interface and a friendly approach to 
the game. As such, Chessmaster 6000 is filled 
with the types of features that are focused on 
teaching the game and making it fun. 

As usual for this series, a wide range of chess 
boards and pieces are available, although many 
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The “personalities” add extra interest to the 
computer opponents 


Entrepreneur Corporate Expansion 


are primarily of novelty value. A 
plethora of windows may be 
opened, with clocks, move lists, 
coaching, etc. One area where the 
game excels is in the way it han- 
dles difficulty levels: 64 “personali- 
ties” are included as opponents, 
each with a photo, rating, playing 
style and full biography. This cre- 
ates the feeling that you are play- 
ing a real person and adds immensely to the 
enjoyment of playing against the computer. 
Chessmaster 6000 will also give you a rating, 
based upon how well you do against these 
rated players. If you want to play a real human 
being, Internet play is possible through Mplayer. 
The teaching aspect has some problems. On 
the good side, a large database (over 300,000 
games) is provided for your studies, although 
the interface is at first a little clumsy. The actual 
playing power of the engine in the game is 
strong enough that if you have to worry about 
it being a challenge, you need to consider a 
new career in chess. The tutorials included are 
very nice in concept, particularly the spoken 
commentary by Josh Waitzkin. However, many 
of the tutorials contain errors, such as pieces 
not being on the correct squares. This could be 
very confusing to the very people the tutorials 


Wargaming in the business world 


f you've always thought that business simula- 
tors were dry, tedious, and boring, well, you 
may be right. But anyone who’s played 
Entrepreneur will tell you that it’s really a 
wargame set in the business world, filled with 
humor and as addictive as salted cashews. The 
original Entrepreneur was reviewed here previ- 
ously; basically the game involves your taking the 
helm of a major corporation and attempting to 
dominate the world using a combination of mar- 
keting, technical advances, manufacturing, and 
various “tricks,” both above-board and dirty. A 
variety of maps, random world events, and com- 
puter opponents armed with a diabolically clever 


Corporate warfare takes on new meaning in 
the military aircraft market 
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Al give the game a “one more move” quali- 
ty and results in excellent replay value. 
Entrepreneur: Corporate Expansion 
includes an upgrade to version 1.3 and the 
new maps and markets (auto and cola) 
that are available for free from the 
Stardock web site. It also provides new 
items not available otherwise: more new 
maps, four new markets (cereal, shoes, 
web browsers, and aircraft), and double 
the original amount of direct action cards. 
Since the direct action cards are the source 
of the aforementioned “dirty tricks,” this 
addition alone results in a lot of new (and 
surprising!) twists. The new markets differ in 


more than just the new graphics. Each one has a 


very different feel and requires different strate- 
gies for success. For example, technical innova- 
tions are very important in the browser market 
(“Do | add Java integration?”), while the big 
decisions in the cereal market may be whether 
to include toys in the box. Direct action cards 
can now be specific to markets, so if you are the 
CEO of a military jet manufacturer you may get 
a chance to “encourage” a war's beginning, cre- 
ating a larger demand for your product. The 
new maps are better designed than the original 
maps and the choice of map has a significant 
effect on the feel of the game. 


As is the norm with the Chessmaster series, a 
wide range of boards and pieces are provided 


are aimed at, and severely reduces the useful- 
ness of the teaching mode of the program. 

Bottom line: if you don’t plan to use the 
tutorials, this is a great chess program for the 
mainstream player. If you plan on using 
Chessmaster 6000 to learn to play, you may 
want to wait to see if Mindscape fixes the tuto- 
rial errors. Jeff Lackey 


Chessmaster 6000 

Mindscape * www.mindscape.com 
Requirements: Windows 95, 90 MHz Pentium or 
higher, 16 MB RAM, 2X CD-ROM « Multiplayer: 2 
Players, Internet via Mplayer 


Let’s see: $2.00 in materials + a famous ball 
player’s endorsement = $200 shoes! 


Entrepreneur: Corporate Expansion makes a 
great game even more addictive. It’s further 
proof that the folks at Stardock remember some- 
thing some of the “big guys” have forgotten: that 
games should, above all, be fun. Jeff Lackey 


Entrepreneur: Corporate Expansion 
Stardock Systems Inc. * www.stardock.com 
Requirements: Entrepreneur * Multiplayer: 2-8 
players, Internet, LAN 


3 = 
; ~ Pg S 
‘ 
‘ 


As Legends foretold, evil has returned to the land. | 
A dark tide of death and destruction is now raging over — 
DB cerod once-peaceful reaim, mening, aroner against brother, : 


ayaa 


oy 
a . 
ri 


rae’ 
ay 


&: te ‘ &: 
ae a 
i %@ 
: oe pacers ee ue 
Sa . cComputerHause pera ee er er : 


Str ategy First - ©1998 Strategy First inc. Alll rights reserved. Clans is a trademark of Strategy First. All rights reserved. 


| All other trademarks and copyrights are the properties of their respective owners. 


116 


— 
<a 
Yr 
. 
J 
_ 


Half-Life 


The new standard in 3D action gaming 


he first time you fired up id Software's 

Doom, it was obvious you were witness- 

ing a major paradigm shift in gaming, 
from slow-paced to blistering action, from 2D 
to 3D, from single-player to multiplayer. Other 
games like Duke Nukem 3D upped the ante on 
action and technology, while id’s own Quake 
did the same thing for Internet gaming and 3D 
accelerators. However, the only other 3D game 
that truly tried to expand the genre in a more 
narrative-based fashion was Origin’s System 
Shock. Released way back in 1995, its heady 
combination of action, role-playing, and story- 
based adventuring should have been the 
model for companies to follow. Instead, the 
action-oriented games sold more copies, and 
were surely comparatively easier to do, so they 
became the paradigm. 

While dropping all pretensions toward role- 
playing, Half-Life is the rightful heir to the 
throne held by System Shock. With its com- 
pelling, tension-filled and constantly-unfolding 
story, it fulfills the single-player story-based 
action game promise of System Shock and 
expands it, bringing the technology up-to-date, 
adding multiplayer and generally being the 
most consistent, sophisticated, and polished 
first-person action game currently on the mar- 
ket. While powered by the same 3D technology 
that brought you the Quake games, Half-Life 
features bright, vivid colors and large, complex 
environments that'll make you forget the 
browner shade of brown and cramped areas of 
id's games. Unlike Unreal, there are few of the 
gratuitous 3D effects that make that game 
more a display of technical prowess than a 
cohesive product. 

It’s only in multiplayer that Half-Life stum- 
bles a bit. With the game’s QuakeSpy-like front- 
end it’s simple to find and play multiplayer 
games on the Internet (via WON.net), and while 
the game works fine it is more prone to laggi- 
ness than Quake II. Ping times over 200ms can 
make for a jittery gameplay experience. While a 
few of the maps feature excellent design and 
the weapons are well-balanced, you'll have to 
wait until the extra-cost Team Fortress 2 add-on 
to truly experience Half-Life multiplayer. 

Fortunately, single-player Half-Life has no 
peer. In a departure from the testosterone- 
soaked protagonists found in recent games, 
Half-Life puts you in the black-frame glasses 
and pocket protector of Gordon Freeman, a 
man as deadly with a slide rule as he is with a 
rocket launcher. You enter the Black Mesa 
Federal Research Facility in order to assist with 
a Classified experiment. Things go really bad, as 
they're prone to do in computer games, and 
aliens start transporting in from another 
dimension. In your attempt to exit the facility, 
you find the government has an interesting 
way of handling these sorts of situations. 
Without giving anything away, those who man- 
age to survive to the end of the game will 
receive what may be the most ambiguous end- 
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Into the great outdoors... damn that’s a tough dam 


ing of any 3D shooter to date, one 
that leaves you scratching your 
head wondering what it is you've 
just experienced. 

The game opens brilliantly, 
with a simple tram ride through 
the facility. Considerably trimmed 
in length from the near-eternal 
opening in the special “Day One” 
version of the game packed with 
some video cards, it serves as a 
sort of mise en scéne, showing you 
where you'll be going and what 
you can expect to find there. It’s a 
brilliant start to the game, not 
because it’s particularly flashy or 
vital to the game’s narrative flow, 
but because it does two impor- 
tant things: build up anticipation 
for what's to come, and more 
importantly give you a sense of 
place, that you're in a realistic 
work environment. 

The action plays out in two vastly 
different and enormous environ- 
ments. The game has no levels, per 
se; instead, every area seamlessly 
flows into the others in a believable 
manner. Designing a more “realistic” 
game presents a serious challenge 
for its creators. The environments 
need to be both believable and also 
offer the sorts of contrivances that 
make them “game-y.” More than 
any other 3D game to date, few of 


The Boot Camp multiplayer map offers plenty of sniper 
opportunities 
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IS YOUR ENEMY SMARTER THAN YOU? 
Myth Il: Soulblighter’s AI puts the emphasis on intelligence. 
Levels of difficulty are not measured in numbers of troops but 
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level of difficulty, the smarter the opponent. Wars may be 
fought with the sword, but they are won with the mind. 
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Oops, someone doesn’t know the difference 
between ordinance and ordnance 


the environments of Half-Life feel like they were 
created solely to show off superior level design 
skills or 3D technology. Much like Jedi Knight, 
everything seems to have a legitimate purpose, 
and if some of rooms seem to crumble in such a 
manner that perfectly timed jumps allow your 
escape, it just proves that the level designers at 
Valve have seen a lot of movies. 

Rather than have long load times, Valve elect- 
ed to break up levels into smaller chunks, forcing 
more frequent but considerably shorter load 
times. This tradeoff, especially when compared 
to a game like Sin, was the right decision—the 
load times, on a fast Pentium II system, are only 
a few seconds, and the action never lets up for 
that 2-3 minute “loading next level” screen that 
pulls you out of the flow of the game. As always, 
players on the bottom end of the machine 
requirements will experience longer load times, 
but you still have to hand it to Valve for trying to 
keep from pulling the player out of the game for 
any extended period of time. 

The game has a legitimate sense of tension 
and fear of what may be hiding around the 
next corner not seen since the original Doom. 
Pre-scripted events make wandering around a 
scary experience. The lights go out in some 
rooms, ceilings collapse, walls cave in, or you 
walk into the middle of a firefight between 
aliens and the military (if you hide off to the 
side, they'll often take care of each other). 
Other tension builders include a lack of back- 
ground music and superb ambient sound. 
Some areas are eerily quiet while others 
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Pre-scripted fights like this occur all the time and add immeasurably to 


the atmosphere 


That doesn’t look good 


cacophonous, and there always seem to be 
weird noises, from scratchy alien sounds to 
gunfire in the distance. 

Many of the scripted encounters show off 
the game’s superb character artificial intelli- 
gence (Al). While the aliens are (by design) 
heavily armed but somewhat stupid, the 
human army units have some serious brain 
power. Valve has imbued them with the ability 
to attack in groups (which you'll learn to curse 
as you stumble upon yet another fortification), 
take cover, lob grenades at you and turn tail 
and run (or limp, if they’ve taken damage) 
when injured. You also run into various security 
guards and scientists along the way, and they 
too posses some smarts. The guards will fight 
alongside you (or, if you're feeling particularly 
cold, serve as useful shields or targets) and the 
scientists operate some security machines and 
give you shots that ease your pain. Many of 
these characters also provide minor hints and 
further the storyline. Other games use the 
engine for pseudo-cutscenes, most recently Sin, 
but unlike that game the Half-Life characters 
have animated faces that lip-synch to the dia- 
log. All of these things help make the game feel 
more unified and real. 

This sense of realism extends to the weapons, 
which are largely real-world military. While they're 
mostly the same clichéd weapons found in every 
other game (pistol, machine gun, rocket launcher 
and some slightly weird ones later on), they're 
superbly balanced and perfectly implemented. 
There are also fixed-weapons, like gun turrets and 


Get used to this guy—he’ll be popping up a lot 


artillery, and you can order an airstrike to dis- 
pense with one particularly nasty foe. 

To the serious action gamer, none of this 
may sound particularly revolutionary, but you 
have to play the game to understand its 
appeal. Everything about the game sucks you 
in—the story, the environments, the subtle 
details Valve has lavished on the game. Even 
when you're cursing the seemingly never-end- 
ing number of jump puzzles you're still playing 
the game obsessively. 

Overall, Half-Life is an astonishingly good 
game. It aims higher than any other first-person 
game and succeeds on every count, a feat 
made even more surprising when you consider 
it’s developer Valve's first as a team. Taken as 
an overall package, it makes its competitors 
look sloppy and unfinished, like a Quake TC 
(total conversion) you’d download for free. It’s 
easily the best first-person shooter since the 
Original Doom, and quite simply the best action 
game of the year. Pity the poor developer that 
releases a like-minded product in its wake— 
what Valve has done is nothing less than raise 
the standard for what gamers should expect 
from an action game. -Steve Bauman 


Half-Life 

Sierra * www.sierra.com * Requirements: 
Windows 95, 98, 133MHz Pentium or higher, 
24MB of RAM, 2X CD-ROM + Multiplayer: 2-32 
players, Internet, LAN 
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Sin 


The sin of the rushed release 


idely anticipated and long-delayed, 
Ritual Entertainment's Quake I/-pow- 
ered Sin has finally arrived. Proudly 
bearing a release date of “when it’s done,” it’s 
been actively promoted both in print and 
online for more than a year. Now that it’s finally 
done, has it been worth the wait? While it has 
excellent graphics, superior level design and 
decent multiplayer, it ultimately falls somewhat 
flat, plagued by boring weapons and, most 
importantly, a ton of bugs. 

The year is 2035 and you are Col. John Blade, 
leader of an elite law enforcement group called 
Hardcorps in the city of Freeport. There are two 
main news stories in the city: there’s a rising 
problem with a drug called U4, and a biochem- 
ical company called SinTek has been all over 
the news lately with its breakthrough drug 
Vanity, which seems to stop aging. The game 
starts with John flying out in a chopper to take 
care of a bank heist, which isn’t quite what it 
appears to be, and as John follows the crimi- 
nals he learns that SinTek is involved, and that 
Elexis Sinclaire, the CEO with a body that would 
make Lara Croft blush, is up to no good. As you 
play through the various levels, Blade slowly 
pieces together exactly what SinTek is up to. 

Unfortunately, the plot really isn’t all that 
interesting. You're pretty much aware of what's 
going on after the first handful of levels, and with 
the exception of one little twist near the end, 
you're always left feeling that “any level now” 
things will get more interesting. At least players 
are rewarded with an ending that is definitely a 
lot better than the endings on most shooters. 

The story’s presentation is good, though, with 
several “cutscene” levels that use the in-game 
engine and some quality voiceovers. Blade often 
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The levels are realistic and well-designed 


has a few choice words for his enemies, saying 
things like “Who's your daddy?” or “Schooled 
‘ya!” when he blows someone away. These are 
nice touches that add some personality to the 
game, but they’re not especially funny or origi- 
nal—it was done better in Duke Nukem 3D. 
Blade is also in constant radio contact with his 
hacker buddy J.C., a smart-ass kid who gives him 
technical info. The enemies have a lot to say too, 
often talking to each other or yelling at Blade. 


Apparently the people from Ritual don’t see 
many non-enhanced women 


With all this chatter, you would think that 
they could have put in a few more grunts and 
groans when Blade takes damage. It’s pretty 
hard to tell when you're being hurt, a problem 
compounded by the broken distance cueing of 
the sound—if an enemy is shooting at you 
from a long-range, probably won't hear a thing 
(including yourself getting hurt). As you see 
some shots hit the walls near you, you'll look 
around and find the guy with the machine gun 
and realize that he’s taken away a quarter of 
your health. 

Overall, the levels are very well designed, 
though their load times border on eternal (the 
game reloads the entire level even when you 
restore a saved game on that same level). The 
best levels are absolutely brilliant examples of 
real-world design. The levels are highly interac- 
tive; while somewhat pointless, you can use 
ATM machines and pay phones, open all the 
desk drawers and lockers and use many of the 
objects in the game. Blade often has to use 
computers to solve puzzles or accomplish 
objectives in the levels, which is both a fantas- 
tic idea and one that is well-implemented. 

One critical feature of any 3D shooter is its 
weapon selection, but the ones in Sin are pretty 
lame. You have your standard pistol, shotgun, 
machine gun (they call it an assault rifle, but 
that’s an insult to assault rifles) and a chaingun 
(they call it a machine gun) which doubles as a 
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Longbow 2 eat your heart out 


grenade launcher. You also have the shooter 
staple, the rocket launcher (can we make a first- 
person shooter without one?), plus a sniper 
rifle, which is quickly becoming a standard. The 
only really new weapons are spider mines 
which walk toward your enemy until you deto- 
nate them, an energy weapon which you find 
pieces for over the course of several levels, and 
a big bad disintegrator gun. 

The fact that the weapons are mostly stan- 
dard-fare for the majority of the game isn’t the 
problem—the problem is that they're anemic. 
The assault rifle uses the same ammo as the 
pistol and fires in a perfectly straight and accu- 
rate path with no bullet spread whatsoever. 
The machine gun uses different ammo and 
does have some spread, but it’s so minor it can 
be effectively used long range anyway. 
Basically, what you're left with is a pistol, a pis- 
tol that shoots faster and a pistol that shoots 
even faster and uses different ammo. Yawn. 
The rockets fly so slowly that players can dodge 
them with ease at all but the closest range. The 
sniper rifle takes way too long to equip as it 
plays a very long animation of the scope com- 
ing out of the case, making it likely that you'll 
die in a large multiplayer game before getting 
off that first shot. Even the good old shotgun 
doesn't seem to put the “boom” in boomstick. 

To make matters worse, they just don’t do 
enough damage. Sin has great location-based 
damage, which makes head-shots extremely 
effective, but the weapons do far too little if 
you hit someone somewhere else. Rather than 
getting the occasional lucky head-shot one-hit 


Elexis commands the troops 


kill, you find yourself always aiming at the 
head, which quickly gets tedious and boring. 
With the exception of some weapon sounds 
that need more “punch,” there are plenty of 
audio treats, with different footstep sounds for 
different materials and a great use of ambient 
sounds. Unfortunately, much of the great 
sound can't really be enjoyed, because it’s one 
of the buggiest areas in this very buggy game. 
The sound often breaks and stutters with lots of 
hard drive access, as if getting overflow errors. 
If you have a Sound Blaster PCI card that sup- 
ports EAX, you have to turn 3D sound off, both 
on the card and in the game, or it won't work. 
A few tricky, non-critical compatibility issues 
are excusable in any technologically advanced 
game. With the complexity of games constantly 
increasing, there’s just too much variety in 
hardware and software out there to test every 
possible hardware configuration. But if a com- 
pany Is going to stick with a “when it’s done” 
release date, it had better be done. The incredi- 
bly obvious bugs in Sin make you wonder if 
Activision and Ritual have any quality control at 
all. If you bought Sin when it hit the shelves, 
you basically paid to be a beta tester. The list of 
serious, and not-so-series, bugs is incredible. 
Running the game from the Autorun menu that 
pops up when you insert the disc will attempt 
to run the entire game from the CD, making the 
previously eternal load times fatal. You also 
can't save or load games, as the game is trying 
to write them to the CD. Some of the levels will 
often misreport primary objectives as being 
accomplished when they’re not, or vice versa. 


Not much of this guy left 


Some of the scripts that control level activity 
and enemy Al break down at times, causing all 
sorts of problems. The game consistently crash- 
es at a pivotal moment in one of the missions, 
forcing a cheat to continue. 

As one would expect of a game built from 
the technology from Quake II, multiplayer is fast 
and smooth on the Internet. Sin offers up some 
seriously good deathmatch maps, and doesn’t 
take the cheap way out by making them all 
subsets of single-player maps. It’s pretty fun to 
play a “Team Game by Model,” which pits the 
Blades vs. the Elexises vs. the J.C.s. It’s unfortu- 
nate that the weapons are boring and under- 
powered, or multiplayer play could be a real 
blast—once the novelty of new levels has worn 
thin, you get tired of or aiming at everyone’s 
head all the time because body shots don’t do 
enough damage. 

While not a bad game by any stretch of the 
imagination, Sin offers little that is new and is 
plagued with problems and bugs. Had Ritual 
indeed delivered the game “when it was done,” 
Sin could have been a keeper. Instead, it suffers 
the same fate as Unreal, becoming one of those 
all-to-common “just wait until it gets patched” 
games. We're waiting.... Jason Cross 


Sin 

Activision * www.activision.com 
Requirements: Windows 95, 98, 166MHz 
Pentium or higher, 32MB of RAM, 4X CD-ROM 
Multiplayer: 2-32 players, Internet, LAN 
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Obliterate enemy fortresses 
with a wide variety of unj 


Command armies of undead footsoldiers. 


gia: 


©1998 Humongous Entertainment, Inc. All Rights Reserved. Total 

Annilhilation and Total Annihilation: Kingdoms are trademarks of 

Humongous Entertainment, Inc. Cavedog Entertainment and the 

Cavedog Entertainment logo are registered trademarks of Humongous 
hone ya ras” Entertainment, Inc. Created and published by Cavedog Entertainment, 

a division of Humongous Entertainment, Inc. Distributed by GT 
ONLINE GAMING Interactive Software Corporation. 


) Aramon: Veruna Zhon -Taros 


The four kingdoms that define the realm of 
Darien. For centuries, four immortal 
siblings have been locked in an epic struggle 
for eternal rule. 


The time is now to choose your allegiance and plan for the 
largest Real-Time-Strategy war ever waged. Massive 
armies of undead foot soldiers, dragons, horsemen, 
skeleton archers and knights will clash in a full on melee 
that will shake the universe forever. 


Features 


Four unique sides with different build hierarchies 
= Hardware support for improved graphics and special effects 
= Rich, in-depth story and character development 
Lay siege to castles and cities 
 Non-player humans, wandering monsters and life forms 
Pre-built multiplayer bases and/or units 
= Multiplayer scenarios & varied victory conditions 
=> Switchable radar/main map view 
=> Custom keyboard mapping 
=> Multiplayer capabilities over LAN, TCP/IP, modem and Internet 


= Play free on Cavedog Entertainment’s Boneyards™ 


Choose your allegiance now at www.cavedog.com ee 
cavedag 
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Klingon Honor Guard 


Maybe it is a good day to die after all... 


t’s hard to think of another license in the 

gaming industry that has been milked as 

ineptly as Star Trek. More often than not, the 
products have been at best mediocre, and at 
worst downright awful. 

MicroProse has been down that path before. 
The lackluster Star Trek Generations was to be 
followed by the Unreal-engine based game Star 
Trek First Contact. lt would have been a squad- 
based action game, had it not been killed for 
unknown reasons. MicroProse instead turned 
their attentions to Klingon Honor Guard, a Next 
Generation game Picard would love in his dark- 
er moments. It allows us to strew carnage 
througout the Star Trek universe—Klingons 
don't follow that wimpy Prime Directive stuff. 

You're a Klingon Honor Guard cadet called to 
service early when an assassination attempt is 
made on the High Council. As the plot thickens, 
it becomes apparent that there is an ongoing 
conspiracy within the Klingon order, and only 
you can be trusted to root out the dishonorable 
traitors. The game moves you through Klingon 
space ports and towns, sewers, the icy prison 
world of Rure Pente, and even zero-g spaceship 
environments in your quest for honor. 

Although it utilizes an early version of the 
Unreal engine, Klingon Honor Guard isn't nearly 
as impressive-looking or refined as Epic’s game. 
The levels and character models are less com- 


The Bat’Leth and Battle armor, they go well together 
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plex, and there are fewer 
advanced lighting effects. Due 
in large part to its lesser com- 
plexity, Klingon Honor Guard is 
able to do something Unreal 
can’t—throw multiple enemies 
at the player. You often find 
yourself fighting up to five 
opponents at once, a deadly 
situation for sure, but one 
that's considerably more inter- 
esting than the mostly solo 
attacks you face in Unreal. 
However, there aren't many 
different enemies in the game, 
so you usually end up fighting 
against the same three over 
and over. 

Weapons, while tailored to 
the Star Trek universe, are fair- 
ly standard. There’s the 
recharging Disruptor pistol, a 
Disruptor rifle, an Assault 
Disruptor, a grenade and 
rocket launcher, and a razor 
disc shooter. You don't really 
see the advanced weapons 
until well into the game, and 
the first few levels are quite 
slow. The game also forces 
you to reload many of 
the weapons, though 
the need to change 
ammo types for both 
the primary and sec- 
ondary firing options 
for the same gun is 
particularly annoying. 
Compensating for these 
minor problems is the 
way the game implements the ceremo- 
nial combat knife (the D’k Tahg) and the 
true Klingon Warrior's weapon, the 
Bat’Leth blade. If you have this weapon 
equipped, the enemy will often move to 
fight you hand-to-hand. 

Klingon Honor Guard uses a more 
advanced physics system than Unreal, 
allowing you to kick items around in an 
entertaining, albeit pointless, manner. 
The CD music is surprisingly good, 
though the break in action when a new 
track starts is distracting. The sound 
effects are adequate, if not particularly 
noteworthy, and the Klingon quips heard 
throughout are decent if redundant. 

All in all, most of the game works 
quite well. It has a decent backstory and 
the appealing Star Trek license, and if 
nothing else, is a more cohesive game 
than Unreal—the plot moves forward 
through video briefings and short cine- 
matics. There is only occasional use of 
the engine for these cut scenes, which is 
a shame since the break to video 


Hmmm, how did | get inside the Death Star...? 


sequences is unrefined and fraught with glitch- 
es—sound, in particular, is often out of sync 
with the video. 

The game’s primary fault is its bugs. The 
Unreal engine may be pretty, but it isn’t very sta- 
ble, especially this earlier version, and crash bugs 
are a definite problem. A patch is due, of course, 
which in addition to fixing the bugs will hopeful- 
ly include stable Internet play. (Klingon Honor 
Guard, like Unreal, is virtually unplayable online.) 

Despite its problems, Klingon Honor Guard 
still manages to be one of the brighter points 
in the long and disappointing history of the 
Star Trek gaming license. While not particularly 
distinctive, it’s a solid action game that invites 
you to run rampant through a familiar and fun 
sci-fi world. -Jason D’Aprile 


Klingon Honor Guard 

Microprose * www.microprose.com 
Requirements: Windows 95, 166MHz Pentium 
or higher, 32 MB of RAM, 4X CD-ROM » 


Multiplayer: 2-8 players, Internet, LAN 


Return Fire 2 


Sometimes more isn’t better 


You can choose from six vehicles located in your underground bunker 
and aircraft carrier 


he original Return Fire was one of the finest multiplayer experi- 

ences in its day. It sported simple and explosively addictive cap- 

ture the flag gameplay and a great classical music soundtrack. 
There was a lousy PC conversion a couple of years ago, so hopes were 
high for a true made-for-PC sequel. 

On the surface, Return Fire 2 seems like a great sequel, with a good 
looking 3D engine, six vehicles to choose from (a jet and U-Boat now 
join the Jeep, tank, Helicopter and mine-laying ASV) and the same sim- 
ple goal of capturing the enemy’s flag and getting it back to your own 
base. Presentation-wise, it works extremely well, with excellent 3D 
graphics and lots of buildings to blow away. The vehicles look good as 
well, and the explosions and smoke effects are excellent. The game 
also features the same wonderful classical music soundtrack. In gener- 
al, the action is fast-paced and intense. The sheer simplicity of the 
game’s goals makes it a great change-of-pace from all those over anx- 
ious action-strategy titles hitting the market. 

The problem is that the game is nearly ruined by what is easily one 
of the worst interfaces ever seen. The main options menu is almost 
hidden and a complete pain to use, reconfiguring controllers is a 
nightmare and everything is represented with only semi-coherent 
icons. The manual isn’t especially helpful either. Worse still are the 
over-sensitive controls that are almost simulation-like—this is totally 
out of character with what made the original game so special. Fine 
aiming is an irksome prospect, and flying the jet or driving the jeep are 
far more problematic then they should be. 

There may be plenty of gamers who can manage to overlook these 


glaring flaws and find the appeal that exists beyond the clunky interface 
and questionable controls. 


But most players are likely 
to find it not worth the 
effort. It’s a shame, because 
there is a lot to like in the 


Le! 


Ripcord Games * www.returnfire2.com 
simple underlying nature of Requirements: Windows 95, 98, 


the Return Fire series. The 133MHz Pentium or higher, 16MB of 
player just shouldn't have RAM, 4X CD-ROM * Multiplayer: 2-16 
to dig quite so far to find it. players, Internet, LAN, modem, serial, 
—Jason D’Aprile } same machine 
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It takes guts to spill guts 


onolith’s Blood 2: The Chosen is an 
example of horror-themed action 
gaming at its best. As in the original 
Blood, players once again take on the role of 
Caleb, an evil and sadistic man hell-bent on 
revenge against the Cabal. Like the first game, 
the sequel takes place in a gloomy world filled 
with horror and gothic themes, but is not really 
intended to be scary. Rather, it is excessively 
violent and humorous in a “camp” sort of way, 
taking cues from movies like Army of Darkness 
and Phantasm. 

There’s a lot to be said for the attitude and 
atmosphere of Blood 2. The level design is 
excellent, both in physical layout and aesthet- 
ics, with a dark and gloomy feel. There isn’t 
much in the way of interactive environment or 
special scripted events throughout the levels, 
especially when compared to the competition, 
but it’s a step up from Monolith’s previous 
game, the relatively barren Shogo: Mobile Armor 
Division. You can answer the occasional ringing 
phone or blow a hole in a wall by shooting a 
fire extinguisher, but you’re generally just look- 
ing for the key, finding the exit, and blasting 


That’s one spicy meatball 


Being drilled in the face has got to hurt 
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your way through the next level. Half the fun in 
is blowing away the innocent civilians—and 
you're encouraged to do so, as they usually 
leave health power-ups behind. Just make sure 
you talk to them first, as they sometimes have 
some choice words for our gun-toting “bad 
man” anti-hero. 

No shooter is a good shooter unless the 
Implements of Destruction are good, and Blood 
2's weapons are some of the best. Throughout 
the single-player game, you'll eventually collect 
all 20 different weapons, though you can only 
use 10 at a time; some can be carried in each 
hand (“akimbo”) for extra effect. All the 
weapons also have an “alternate fire” mode 
that you can only use when you’re holding just 
one of them, so you might want to drop that 
second pistol if you want to use it “gangsta’ 
style.” Still, a couple of weapons aren't as excit- 
ing as they could be, like the gasoline gun or 
the disappointing flare gun. Though killing an 
enemy with the flare gun does cause him/her/it 
to burst into flames and drop to the ground, 
that’s it; where are the screaming people, run- 
ning around on fire? Luckily, weapons like “the 
Orb” more than pick up the 
slack—send this little toy fly- 
ing, and it seeks out and 
attaches itself to the front of an 
enemy's head, where it starts a 
boring into their flesh, causing 
them to writhe and wiggle in 
pain, with a nice dentist's drill 
sound just for a little extra 
wince factor. 

Multiplayer play was a com- 
plete blast in Blood, and the 
Monolith team was wise not to 
change a winning formula too 
much. Blood 2 deathmatching 
(called “Bloodbath”) is all 
about very powerful weapons, 
gibs, taunts and “the voice” 
that accompanies some truly 
creative death messages. The 
game ships with 14 death- 
match levels, and only a cou- 
ple of them are sections of sin- 
gle-player maps; the rest are 
original. For the nostalgic, 
there are also a couple that are 
based on deathmatch levels 
from Blood. The levels are well 
designed and laid out, with a 
good mix of indoor and out- 
door levels that accommodate 
games with varying numbers 
of players. While multiplayer 
has immense potential and 
can be quite a blast, it’s seri- 
ously hindered by one major 
flaw—horrible Internet play. 
Blood 2 is virtually unplayable 
over the Internet, especially 
with a modem connection. 


Cabal soldiers take on a supernatural beast 


Another problem with the game is an Al that 
has a nasty habit of remaining inactive even 
when you're shooting at an enemy, but it gen- 
erally does a pretty good job of moving around 
and making things difficult. In fact, the game 
gets extremely difficult on the later levels, just 
like the first in the series. Even expert players 
who are used to playing the game on harder 
levels may have more fun playing on the easy 
setting, as the tougher enemies later in the 
game diminish the power of the weapons, and 
ammo gets scarce. 

Despite a few flaws, Blood 2 is a hot gaming 
experience, excelling in pure feel. The core of 
the game—running around and shooting peo- 
ple—is extremely satisfying. Its style may not 
appeal to everyone, but it’s packed with pure 
visceral thrills. Jason Cross 


Blood 2: The Chosen 

GT Interactive * www.the-chosen.com 
Requirements: Windows 95, 98, 166MHz 
Pentium or higher, 32MB of RAM, 4X CD-ROM, 
DirectX 6.0 * Multiplayer: 2-16 players via 
Internet, LAN, Serial, or Modem 


Space Bunnies 
Must Die! 


If you thought the name was 
bad, check out the game 


Some of the levels look pretty good 


seems music to the ears. A third-person Tomb Raider-style 

game, it features a buxom Lara Croft-style protagonist, a con- 
sistently cheesy mood, great voice-overs, a fantastic opening movie 
and lots of mutant bunnies. How bad could it be? 

Maybe it’s better to ask how good could it be. Space Bunnies is a 
disaster, a bad B-game with poor controls, mediocre gameplay and 
weak graphics. It appears that the majority of money spent on the 
game was directed at the soundtrack, art direction and advertising 
because Space Bunnies Must Die! is all concept, no execution. 

It’s a painful experience to make your way through the early lev- 
els, but the game does gets better as it goes along. Once you com- 
plete the “Infiltration” level, the entire game opens up, allowing you 
to access the rest of the game’s levels in any order. Those levels fea- 
ture more interesting design (although there are still way too many 
boring corridors) and tougher challenges (puzzles, climbing and 
jumping, nastier rabbits). Whether you'll get that far entirely 
depends on whether you can stomach a game with regenerating 
monsters (bad) and predetermined save points (worse). While you 
may be able to live with the former, the game’s sluggish and vague 
controls make saving before every jump a must. (Why is it that 
none of the Tomb Raider clones have matched that game’s fluid 
control scheme?) 

By the way, if you want 
to know how the game 
ends without waka KI eka Xe 
through the levels, the Space Bunnies Must Die! 
final movie can be opened Ripcord Games * 
with the standard www.spacebunnies.com * 

Windows Media Player. It Requirements: Windows 95, 98, 
leaves the door open for a 166MHz Pentium or higher, 32MB of 
sequel. Be afraid. Be very RAM, 4X CD-ROM * Multiplayer: Good 
afraid. -Steve Bauman lord no 


- or fans of B-movies, a game called Space Bunnies Must Die! 
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Barrage 


Making the world safe for Space Invaders 


(thankfully brief) era of games that exist 
strictly for the sake of eye candy. All those 
demos of 3D-only games are finally being 
released, and with Incoming and now Barrage 
now on shelves, maybe we can all move on to 
bigger and better things. 
Barrage is much like Incoming in what it 


: t’s nice to know that we’re almost past the 


This game really puts the hammer down... 


Plane Crazy 


Aerobatics in a broom closet 


lane Crazy is similar to an old Sega CD 
a game called Racing Aces. That primitive 

entry saw players racing through the 
skies in various propeller and jet aircraft, col- 
lecting power-ups and shooting down oppo- 
nents that tried to slalom ahead. It was a gem 
in its time. Select console releases of admirable 
caliber sometimes manage to migrate to the 
PC, but Plane Crazy isn’t one of them. It’s a pale 
imitation, with watered down violence and 
Direct X accelerated texture mapping. 

You pilot an aircraft through a 3D course 

attempting to reach the next checkpoint before 


Chromed stacks of industry once again imped- 
ing important social progress 
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wants to be—a straightforward mindless action 
game with lots of gee-whiz visual effects. 
lronically, it fails on virtually every account. It 
has even less depth than Incoming, and isn't 
even particularly good looking. The visuals are 
boring and bland, the landscapes seldom rise 
above the level of a lazy sort of “vaguely inter- 
esting,” and many (especially those with water 
segments) are irksomely slow. It 
just has a lot of snazzy explosions. 

The game is, at heart, a “fly 
around and blow stuff up” kind of 
action game, but can’t even 
match the feel and play of similar 
games like Hellbender and 
Tigershark. |t has no plot to speak 
of, just a series of essentially unre- 
lated missions which are further 
bogged down by an annoying 
time limit. You have unlimited 
ammo and can only really be 
killed by the “boss” enemies. 
Losing energy anyplace else just 
results in a time penalty. 

None of this would be particu- 
larly bad if you weren't forced to 
fight with the controls. You're 
constantly losing control of your 


time runs out, aiming to gain first place at 
the finish line. In the campaign mode you 
race the entire circuit of levels, with high 
placement earning you some cash to buy 
upgrades to maximum speed, accelera- 
tion, handling, etc. By flying through 
power-up “stations” you can choose 
speed boosts, parachutes, and one-shot 
attacks that weigh a target down or screw 
up a pilots’ controls temporarily (not 
exactly machineguns and rockets). In 
addition you possess three sonic cannon shots 
with which to bring down pre-determined parts 
of the scenery for some nice effects. 

All of these elements combine to form what 
can best be described as a gimmicky experience. 
Rather than being a light-hearted racing game, 
it becomes an unplayable and impossible “grap- 
ple with the race clock” game, made so because 
of the attractive but claustrophobic crawlspaces 
you must pinball through. On some tracks, one 
is lucky to reach the first checkpoint, never mind 
lead the pack. The insult to the injury crystallizes 
as you hug the ground to catch “the fast air” and 
thus gain the speed necessary for victory (a 
good mechanic in itself), only to inexorably slam 
into the ample and complex obstacles thereby 
made even more hazardous. Clearly this is the 


-Police anyone? 


slow and cumbersome ship, enemy shots con- 
tinually pop it off course, and there’s little to no 
incentive to want to proceed. 

While occasionally entertaining in its mind- 
lessly eye candy-filled way, Barrage never man- 
ages to rise above mediocre with its gameplay, 
and usually hovers around just plain lousy. 
—Jason D’Aprile 


Barrage 

Activision * www.activision.com ° 
Requirements: Windows 95, 166MHz Pentium 
or higher, 32 MB RAM, 4X CD-ROM, 3D 
Accelerator + Multiplayer: 2-8 players, Internet, 
LAN, modem, serial 


The Sin City Run sure looks purty 


balance of play the designers were looking to 
create—too bad they neglected the difficulty 
considerations. The net result is your inability to 
even contemplate “racing.” 

Anybody considering the purchase of this 
over so many other far worthier products on 
the shelves this season would have to be plain 
crazy. —Scott Hunter 


Plane Crazy 

SegaSoft * www.segasoft.com 

Requirements: Windows 95, 166MHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM, 3D 
Accelerator * Multiplayer: 2-8 players, Internet, 
LAN, modem 
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Is this what mechanical engineers dream about? 


Lode Runner 2 
There be gold in them there hills! 


he stream of retro games seems never-ending, with companies 
T delving deep into their dark past for anything that might be 

viewed with nostalgia by longtime gamers. The latest in this 
sea of “used-to-be’s” is the return of the classic game Lode Runner. 

You may recall the original game from the ol’ Apple Il days, assum- 
ing you were even born yet. You played a guy who ran around dig- 
ging holes to gather gold nuggets, thwart bad guys, and reach the 
escape route... And that’s pretty much what Lode Runner 2 is all 
about. The game has shifted to a 3D three-quarter isometric land- 
scape, with high-resolution graphics and other ‘90s niceties, and 
spans over 150 brain-bending levels across five bizarre worlds. There’s 
even a level editor and network support that allows two player coop- 
erative play and eight-player deathmatching. 

At first glance Lode Runner 2 seems to be a revamp done up right. 
And for the most part, it actually is. The gameplay is an extremely 
challenging cross between nimble action and problem solving. To 
collect all the gold in a level, you usually need to strategically dig 
holes at a higher level in order to reach a lower part of the map. You 
can also use ladders, and even tight-wires, to reach portions of the 
levels, all while avoiding trapping yourself, falling to your death or 
running into the evil, killer monks. Unfortunately, despite the game’s 
decent difficulty curve, to say the game is hard is an understatement. 
Many, if not most, of the levels are deviously designed, requiring pin- 
point precision. 

This brings up the major flaw in the game. The control isn’t pin- 
point precise or particularly intuitive. Granted, the use of an isometric 
viewpoint has always created controller issues, but even after getting 
used to the angle-based controls, they prove woefully unresponsive 
and slow. Fighting with the controls while trying to deal with the 
imposing puzzles proves rather frustrating. 

On the same token, the rest of the game is actually a nicely distinc- 
tive diversion. There are bombs, levels are designed with logical prob- 
lem solving in mind and the landscapes are both bizarre and interest- 
ing. Indeed, many will find enough here to keep at it despite the lousy 
control. In small doses, anyway. —Jason D’Aprile 
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Lode Runner 2 

GT Interactive * www.gtgames.com * 
Requirements: Windows 95, 133MHz 
Pentium or higher, 16MB of RAM, 2X 
CD-ROM * Multiplayer: 2-8 players, 
Internet, LAN 
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Fallout 2 


Basking in the afterglow can give you a sunburn 


he original Fallout was one of 1997's 
best games. It featured a detailed char- 
acter creation system, a host of statis- 
tics, lots of combat and more nifty stuff to 
find and use than you could shake a Geiger 
counter at. As a role-playing game, it definite- 
ly fell into the “hack and slash, grab the stash” 
school of game design. Though there was a 
fairly detailed plot driving the game, the real 
attraction was the quest to get better 
weapons and armor and battle more interest- 
ing and challenging foes. 

Fallout was a critical success, so it’s not sur- 
prising that Fallout 2, Black Isle Studios’ 
much-anticipated sequel, reprises every one 
of the qualities that made the original game 
so popular. There’s lots of turn-based combat, 
with the same plethora of gruesome and 
spectacular death animations. There are even 
more weapons and items to find, use and 
abuse. And there’s still an overall quest to 
perform if the player is to save his or her peo- 
ple. Taking heed of players’ comments, 
though, this time around there is no time 
limit, and the game is much longer. Whereas 
gamers could easily rip through Fallout in 
twenty hours, Fallout 2 should last at least 
twice as long. 

Set eighty years after the end of the first 
game, this latest post-apocalyptic role-play- 
ing odyssey builds on the story of the Vault 
Dweller. The backstory is simple. Cast out by 
his or her own people, the hero of Vault 13 
wandered the Wastes for a while before 
founding the village of Arroyo. By the time 
Fallout 2 begins, little remains of the leg- 
endary founder but collective memories, an 
old blue and yellow vault suit, a barely-func- 
tioning Pip Boy, and a water flask. 
Unfortunately, the village is dying; the crops 
are withered, the wells are running dry, and 
they've run out of honey mustard sauce for 
the iguana-on-a-stick stands that cater to the 
tourist trade. The solution? Send you, the 
player and lineal descendent of the Vault 
Dweller, on a quest to find the one object 
that can save Arroyo: the G.E.C.K., or Garden 
of Eden Creation Kit. 

Naturally, no one has the foggiest idea of 
where one might find a G.E.C.K., other than 
that it might be best to scout out another 
vault to see if anyone happened to have an 
unused one lying about. Armed only with a 
spear, the vault suit of your forefather or 
mother and a genuine Vault 13 water flask, 
it's your job to scour the wastelands looking 
for salvation in a suitcase. And scour you will, 
all over northern California and Nevada. 
There are a lot of places to visit in Fallout 2, 
though not all are critical to the main plot. 
Just as in the original game, however, you'll 
want to buff up your character through a lot 
of side quests before tackling the nastier bits 
of the main story. After all, do you really want 
to take on the end of game bad guys wearing 
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Boxing, drugs, bimbos, crude mutants...who 
could ask for more? 


your pajamas and wielding a sharp stick? 
Didn't think so. 

Fans of Fallout will immediately feel at 
home this time around. While there are a few 
new skill and perk options, character creation 
remains basically the same. The interface 
remains the same. Combat remains the same. 
Encounters remain...you get the picture. 
What is new is an increased variety, in loca- 
tions, non-player characters (NPCs), creatures, 
weapons, and items; what is improved is NPC 
intelligence, plot scripting, and variety of 
experiences. No longer are your companions 
dead weight; they can and will fight with skill, 
and you can customize their responses and 
their gear. You have a vast array of choices 
when it comes time to gird your loins for bat- 
tle (sounds painful, actually). All the favorites 
are back, but there’s more of everything, 
including a variety of machine guns and no 
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Still lots of good stuff to play with 


less than three types of power armor. For 
those so inclined, unarmed combat has also 
received a boost; it is now possible to build a 
viable Jackie Chan or Bruce Lee character to 
kick some irradiated bootie. 

So what’s not to like? Fallout 2 is undeni- 
ably entertaining. In fact, it’s addictive. You'll 
find yourself fidgeting through a day at work, 
eager to get back to the game so you can 
deal with that band of slavers or commune 
with the Hubbologists. Long nights of “just 
one more encounter” will keep you up past 
your bed time, and don’t be surprised if you 
dream of stimpacks and frantically searching 
for ammo for your submachine gun. The new 
features, including a bitchin’ fusion-powered 
Highwayman car (complete with fins) which 
makes travelling the Wastes a heck of a lot 
faster and safer than on foot, are generally 
well thought out and thoroughly fun. And 


Our fearless leader. Republicans might want to 
skip this scene 


the sheer number of movie and popular cul- 
ture references, from Dan Quayle to 
Scientology to The Good, the Bad, and the 
Ugly, should keep you chuckling even as you 
administer condign punishment with your 
turbo plasma rifle. 

The problem is bugs. Lots of the them, 
some of them of the hair-pulling, scream at 
the moon variety. While the NPC logic and 
scripting is quite a bit better than in the origi- 
nal game, there’s a whole lot more of it here, 
too, and the law of averages seems to be 
working overtime to guarantee that enough 
glitches creep in to drive you batty. NPCs that 
refuse to believe you are alone, because the 
game confuses owning the car with having 
companions (shades of Christine!). Dialog 
trees that never happen, or don’t lead where 
they are supposed to. Doors that won't recog- 
nize an improved electronic lock pick as an 
electronic lock pick. Places where half of the 
car disappears, permanently, leaving you only 
the trunk. NPCs that won't obey orders, or 
turn on you in combat. 

Couple these glitches (none of them, 
admittedly, game-killing) with atrocious 
delays in saving or loading games, and crash 
bugs that are more frequent with anything 
less than the full 630MB install, and the 
release version of Fallout 2 betrays more than 
a modicum of roughness. Sure, there'll be a 
patch out, but by that time most of the faith- 
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Hail to the Chief... 


Childkiller? The little #$&4% came at me with 
a knife! 


ful will have figured out ways around the 
problems; some of them won't be willing to 
go through the game again just to see it work 
like it should. And that will be a shame, 
because this game seems to have more 
replayability than most RPGs. Nearly half of 
the areas and encounters, at least, are not 
essential to the plot. If you want, you can take 
a very leisurely path through the game, buff- 
ing up along the way, and seeing everything. 
Or you can try the game again, with a com- 
pletely different type of character. That is, you 
can, if you don’t get bummed out by the 
bugs first. 

Even taking the bugs into account, though, 
this is still a fine game. If it wasn’t so filled 
with oddities and glitches, it would easily be 
the equal of the original game, if not its supe- 
rior. Most of the goodies are best left for you 
to discover on your own, but be prepared for 
just about anything, from Monty Python to 
Cheesy Poofs. One thing you'll find out soon 
enough does deserve mention. Fallout 2 
comes with a “M” for Mature rating. Believe it. 
While you can turn on a language filter, the 
situations and personalities in the game can 
still be rather coarse. Prostitution, gambling, 
pornography, drug sale and use, slavery, con- 
tract killing, and grave robbing all make an 
appearance, sometimes many appearances. 
Inventory items include several varieties of 
condoms, and one of the character perks 
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Now, you can give reasonable orders to your 
NPC companions 


involves the Kama Sutra. And if you leave the 
language filter off, you'll be treated to the 
most gratuitous use of the old Anglo-Saxon 
term for copulation ever seen in a main- 
stream game. Not to mention an NPC who 
likes to call people ****suckers. It’s not offen- 
sive to most well-traveled adults, perhaps, 
but parents, you have been warned. 

This is still a must-have for fans of combat- 
heavy RPGs. Fallout 2 is built around the time- 
honored motto of this sort of game: Travel to 
fascinating places. Meet interesting people. 
Kill them. Take their stuff. Repeat as neces- 
sary. It executes this formula exceedingly 
well. It’s unfortunate that the game as 
shipped is marred by bugs and problems, but 
it’s still great fun. It will be even better once 
Black Isle Studios and Interplay run it through 
quality assurance one more time. So grab 
your Pip Boy, smack a magazine into that FAL, 
and get ready to rock the wasteland. Just be 
sure you're prepared for some bumps in the 
desert as you push your Highwayman 
towards the sunset. —Robert Mayer 


Fallout 2 

Interplay Productions * www.interplay.com * 
Requirements: Windows 95/98, 9OMHz Pentium 
or higher, 16MB RAM, 4X CD-ROM = 
Multiplayer: None 
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ecund horror author John Saul knows his 

territory well. His territory, of course, is 

commercial, best-selling psychological 
horror—a bit purple in the prose from time to 
time, but possessed of enough chills, thrills, 
and vast mass appeal to make every one of his 
books a guaranteed best seller. 

The story for this, his first CD-ROM, was writ- 
ten hand-in-hand with The Blackstone 
Chronicles serial novellas. The game, designed 
by hoary old author-adapters Legend 
Entertainment, is not overwhelmingly original, 
but it does enjoy its fair share of effective 
moments. Saul once again conjures up the ele- 
ments with which he has had so much suc- 
cess—immediately sympathetic characters, 
creepy psychological skullduggery, a discern- 
ing eye for borrowing from the best—while 


Doctor, why does that operating table have 
restraining straps? 


Pickled entrails 


Blackstone steals from the best—in this case, 
The Pit and The Pendulum 
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Legend's Bob Bates 
brings his considerable 
past experience to the 
table to offer a solid (if 
sometimes text-heavy) 
adventure game with 
good atmosphere, well- 
integrated puzzles, and 
the occasional truly 
memorable scene. It 
ain’t Shakespeare— 
hell, it isn’t even Grim 
Fandango—but 
chances are you'll find 
yourself fairly involved 
by the grisly story and 
disturbing details. 

You play Oliver 
Metcalf, the son of 
Blackstone Asylum’s 
late superintendent. 
Blackstone, abandoned 
for years, has recently 
been converted to a museum, and is haunted 
by the ghosts of past patients and a secret 
involving your father’s less-than-PC treatment 
techniques. Oliver is locked in the 25-room 
mansion; he must explore, interact with restless 
spirits, solve puzzles, and ultimately find a way 
to give them peace. Having read the Blackstone 
serial novellas is not required, although there 
are plenty of in-jokey references to reward seri- 
ous Saul fans who have stumbled into this vir- 
tual asylum. 

In terms of production values, the mansion is 
merely adequate. It looks perfectly nice, but the 
full-screen 24-bit graphics feel static compared 
to some more technically-inclined programs. 
The music is eerie and the voice characteriza- 
tions, for the most part, are well-done. But 
there’s something retro about the whole experi- 
ence anyway, which forsakes fancy visual and 
audio tricks in favor of old-fashioned story- 
telling and old-school adventure gaming. 
Blackstone, in fact, would work nearly as well if it 
were all text (as it stands, the screen tends to fill 
up with text during ghostly conversations), but 
that’s not necessarily a criticism—it means that 
the story and design are substantive enough to 
carry their own weight. It doesn’t exactly fly, but 
it does stand solidly on its own two legs. This is 
clearly the work of professionals—between 
them Saul and Bates have about a millenium of 
experience—and if it lacks a certain eye-of-the- 
tiger hungriness or willingness to take chances, 
it enjoys a consistency of tone and a pleasing 
confidence in its own abilities. 

The game’s big successes come in two major 
forms. There are the well-drawn characters of 
the inmates, who are often touching, pathetic, 
and disquieting all at the same time. And there 
are the timed puzzles, in which the meander- 
ing pace of the adventure game is suddenly 
shattered by a hurry-up-and-save-yourself chal- 
lenge. Blackstone is actually scary, from time to 


The Blackstone Chronicles 


Tasty junk food for horror gluttons everywhere 


Blackstone Asylum’s main foyer 


time, especially when it pops you into a treat- 
ment-slash-torture device (a hydrotherapy box, 
an electroshock therapy chair) and then starts 
the clock ticking. 

Alas, there are also drawbacks. The mansion 
is too small and the game is too short 
(Blackstone comes on two discs but really only 
fills one—the second is for high end movies). 
It’s also a bit too easy; you can’t die for real, and 
the game holds your hand at the first hint of 
trouble. The device of communicating with 
ghostly spirits works for awhile, but there 
comes a point at which more corporeal interac- 
tion would be appreciated. Since the Asylum 
has been converted into a museum, it is filled 
with display cases that offer information about 
various patients and treatment techniques. This 
is an easy way of imparting facts and back- 
ground to the player... a little too easy, in fact, 
as you'll find yourself perusing quite a bit of 
on-screen text. 

There are enough good jolts, however, to 
make the game recommendable, if not rave- 
worthy. Elements such as dismembered-and- 
bottled children, Poe-inspired antics with a 
pendulum, and more evil torture-chairs than 
any other game in recent memory guarantee 
that Blackstone will appeal to its intended 
audience. If you want caviar, don’t eat hot 
dogs; but if you like hot dogs, John Saul’s 
Blackstone Chronicles provides all the crunchy 
snouts and entrails you could possibly desire. 
—John Altman 
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John Saul’s Blackstone Chronicles 
Mindscape Entertainment « 
www.blackstone-chronicles.com 
Requirements: Windows95, 98, 166MHz 
Pentium or higher, 32MB of RAM, 8X CD-ROM + 
Multiplayer: None 
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Grim Fandango 


Make no bones about it, Mexican noir shines 


| Dia de los Muertos, the Day of the Dead, 
is one of Mexico’s most popular holidays 
during which families join together to 
honor their ancestors. Celebrated at the end of 
October and featuring skeletons, altars, and 
other shreds of morbidity, the feast actually cel- 
ebrates life in its embrace of death. The skele- 
tons dance and sing and flowers, fruit, and 
candy decorate the altars. LucasArts’ designer 
Tim Schafer was entranced by this day of 
Mexican folklore and used it as his inspiration 
for an adventure game—the best one to hit the 
shelves since Curse of Monkey Island—cement- 
ing LucasArts’ place as adventure game 
Masters of the Universe. Schafer, creator of the 
classics Full Throttle and Day of the Tentacle has 
outdone himself here. 

You play Manuel Calavera—“Manny” to your 
dead compadres—and life, err, death could be 
a whole lot better. Because you were nota 
good boy or girl during the years you were 
alive, you are now stuck as a travel agent in the 
Land of the Dead working for the DOD 
(Department of Death). How well you do there 
will determine how soon you will be able to 
leave the Land of the Dead and be able to 
enjoy the sweet hereafter. It’s actually a Level 2 
Grim Reaper position, in which you have been 
issued a shroud and a scythe, and when a party 
assumes room temperature, before anyone can 
shout “Bring out your dead,” there you are— 
collecting your client and issuing him or her a 
travel package to the Ninth Underworld. The 
most virtuous of clients will qualify for passage 
upon the prestigious Number Nine, an express 
train that shoots the recently deceased into the 
old underworld in record time. Unfortunately, 
most of your clients seem to be qualified for a 
lesser package involving... walking. One day, 
you “borrow” a lead from your arch-rival 
Domino Hurley and are soon enough staring at 
the shapliest tibia and fibula to cross your 
doorway in a long time—it’s Mercedes 
Colomar, One Swell Dame (“She must have 
been beautiful with skin”). You dub her 
“Meche,” for short, and what follows is, well, 
the game story. 

The plot takes you through four years of 
Manny's journey toward the Ninth Underworld 
in pursuit of Meche—a journey filled with evil, 
blackmail, murder, corruption, greed, terrorism, 
and coffeehouses. The world atmosphere, tone 
of the visuals and plot, and the dialogue are 
built upon the cornerstone of film noir, with all 
of its clichés; but the game manages to not be 
clichéd. Instead it uses cliché to its advantage, 
and emerges as the most original adventure 
released in a long time. You become embroiled 
in a tightly written, engrossing scenario that 
feels like a book you’re unable to put down. 
Schafer’s dialogue is slick and clever, and 
always humor-filled except that the humor 
here is subtle. It arises from characters and situ- 
ation, and almost never enlists the cheap guf- 
faw. Says Manny in reaction to the player's 
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HMS Pinafore goes gold 


request that he fiddle with some electronic 
device, “As a rule, | never touch anything more 
sophisticated and delicate than myself.” 

The large cast of characters is unforgettable. 
Although for the most part they are skeletons 
in 40s garb, with mask-like faces that can be 
attributed to Day of the Dead festivities, their 
personalities render them as distinct and mem- 
orable as members of an extremely diverse cast 
from any fine film. One standout who is not a 
skeleton is Manny's sidekick Glottis, a gigantic, 
orange, maniacal, monstrous, purple-tongued 
mechanic—a child-like creature with a 
immensely warm heart (when it stays in his 
chest); we haven't seen such a lovable bumble- 
head since Planetfall’s Floyd. He lives to drive 
fast cars, and he can fix just about anything. 
Says Glottis: “Is there an engine that can resist 
the love in these hands?” 

There is not a poor choice for voice-casting 
in the lot, with special kudos to Tony Plana, a 


Even with a flat-top...err, skull...Manny is quite 
formidable 


refined and deliciously subtle Manny; Maria 
Canals as Meche, a true doll to anyone’s guy; 
and especially Alan Blumenfeld as Glottis, with 
a comic range that spans the universe. The lip- 
sync work is outstanding, especially since skele- 
tons don't have lips. Music and sound are also 
notable with a captivating score incorporating 
wonderfully thematic music from mariachi to 
light jazz. 

The art direction is superb, not only in char- 
acter design but in the gorgeous myriad of 
locations you will visit during the four year trek 
to the Underworld. Underwater seascapes, 
forests, ships, gigantic kitty litter boxes, casinos, 
factories, and more are detailed to the nth 
degree, right down to the wallpaper, art deco 
handrails, carpeting, and cat food. Play it 
enough, and you'll begin to dream about these 
locales, perhaps waking up one night from a 
hallucination about the smoke-filled Blue 
Casket coffeehouse, where bongo drums live 


Glottis makes a showing in his HMS Pinafore suit 


and beatniks roam free. In fact, ex-smokers will 
want to beware—if you've successfully mini- 
mized your craving for cigarettes, this game 
may re-glamorize the habit for you. Manny 
always lights up during his inactive moments, 
and ashtrays grace many of the locations. The 
manual reminds us, however, that these char- 
acters are already dead. Fine then, the Surgeon 
General can still sleep at night. 

Gone is the well-worn point-and-click inter- 
face from LucasArts’ previous adventures. The 
game is now totally keyboard controlled, and 
uses a 3D style of animation that owes its hum- 
ble beginnings to Alone in the Dark, and that 
works extremely well. Multiple camera angles, 
when misused, can present a confusing view of 
the world. Not so here. Almost always, the rov- 
ing camera provides us with a very comprehen- 
sive sense of place and space; but one of the 


Little angelitos, homeless and scared, ask 
Manny for help 


game's few annoyances is that several times 
the roving view places us far, far above or away 
from the characters, and it is very hard to pin- 
point their actions or direction, since during 
these times they are only a few pixels high. 

A lot more sophisticated than the old Alone 
games, Grim Fandango uses what you might 
think of as a “hot skull” to replace the “hot cur- 
sor” (when important items “lit up” as you 
passed your cursor over them). As Manny passes 
objects with which to interact, his head turns to 
look at them, clueing you in that, “yes, you 
should press the enter key now to check this 
out.” It takes a bit of getting used to in the 
beginning, but overall provides a wonderfully 


immersive (there’s that word again) atmosphere. 


And the puzzles, ah, the puzzles. Day of the 
Tentacle has one of the best puzzle designs in 
memory, and Schafer’s legacy lives on here. 


Although it is a difficult task to incorporate 
puzzles that don’t feel standalone d /a Myst, the 
designers have done a wonderful job in their 
attempt to keep the player “in the story” at all 
times. With only a couple of exceptions (an 
“open-the-safe-door-by-rotating-the-tumblers- 
in-a-certain-way” endeavor, for example), the 
getting-from-here-to-there puzzles do not pre- 
sent themselves in traditional ways, nor are 
they so abstruse as to incite you to become 
violent, throwing an anvil through the window, 
or shooting your spouse. There are many multi- 
part problems that involve visiting several loca- 
tions with excellent clues along the way. 
Handholding is never evident, and often you 
will come across a partial solution the result of 
which leads you further and further toward the 
final solution (much like Hitchhiker’s Guide to 
the Galaxy's babelfish puzzle). This expert puz- 
zle design is what is lacking in so many current 
adventures, and what LucasArts’ games always 
seems to offer as a matter of course. 

Of course nothing is perfect (as close as this 
comes), and one other tarnish to the brilliance 
is that Manny almost inevitably becomes stuck, 
mis-directional, or reversed in doorway situa- 
tions—most particularly those involving eleva- 
tors—sometimes plummeting us back into a 
just-seen animation when we had no intention 
of immediately revisiting the area. 

All quibbles aside, this is as good as it gets. 
Grim Fandango is a must-have for all adventure 
gamers. With a medium-to-hard difficulty level, 
it should provide many (probably well over 30 
if you don’t cheat) hours of pure enjoyment. It 
will stand as one of those “instant classics” that 
we see so rarely—a game that has all of its ele- 
ments so tightly threaded into a brilliant whole 
that it becomes difficult to separate them. 
Perhaps LucasArts will abandon its cornering of 
the instant classic market to give someone else 
a chance? Not bloody likely. —Cindy Yans 


Grim Fandango 

LucasArts * www.lucasarts.com * Requirements: 
Windows 95, 98, 133MHz Pentium or higher, 
32MB of RAM, 4X CD-ROM + Multiplayer: None 
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The Dirty i/2 Dozen were looking for a 
little R&R, so we blasted out a bunch of 
new missions for them, 
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European Air War 


Or “How to Fall in Love with Total Chaos” 


Some fourteen planes and sixty flak bursts in the sky. It can still get a lot 


hairier than this 


arlier this decade, 1942: Pacific Air War was 
arguably the most advanced WW II simula- 
tion. Boasting a true virtual cockpit (com- 
plete with working gauges, no less) with a 
mouse panning feature, damage modeling that 
included wings actually breaking off when hit, 
and one of the first dynamic campaigns ever 
put into a prop-era sim, MicroProse had really 
pushed the envelope. For years fans had been 
clamoring for a sequel, and were in turn 
promised return appearance as 1943: European 
Air War. Alas, for one reason or another, the 
sequel dragged on in development with no 
end in sight. It has finally been released, albeit 
with a slightly truncated name, in a market 
flooded with similar games. Yet in defiance of 
heavy competition from its modern counter- 
parts, European Air War manages to uniquely 
distinguish itself in many important aspects. 

European Air War began its development 
well before 3D accelerator cards became a cen- 
terpiece of computer gaming, and it really does 
show. Resolutions are restricted to 640x480, the 
color palette is fairly limited, the terrain is basi- 
cally flat, there are no moving control surfaces 
or fancy volumetric clouds, and there is no 
dynamic lighting. However, don’t let that fool 
you—the game takes a “no-nonsense” 
approach of function before form. This may 
upset those with a sweet tooth for eye-candy, 
but once players get past the somewhat aus- 
tere graphics they can begin to appreciate the 
finer points of the graphics system. 

Those strengths come in four major areas. 
First, the terrain engine provides a remarkable 
sense of height, depth and speed. Players are 
treated to a terrain with a deep horizon that 
makes excellent use of perspective while dis- 
playing plenty of ground objects, whether they 
may be trees, homesteads, or major buildings. 
These ground objects attach a solid sense of 
physical scale to the game (something sorely 
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political correctness 


lacking in too many simulations). Players will 
enjoy an instinctive “seat of the pants” sense of 
altitude and speed, particularly below 10,000ft. 
When it comes to textures, the limited range of 
colors creates an impression more like a paint- 
ing than anything photorealistic. Regardless, 
the period artwork of the menus, terrain, air- 
craft, special effects, and cockpit artwork all 
stay wonderfully consistent throughout the 
game. This gives it a far more integrated feel 
than say, Combat Flight Simulator. All these 
aspects of the game’s artwork and graphics 
engine form combined feelings of presence 
and “being in command” that makes even non- 
combat flying enjoyable. 

Third, and especially important for gamers 
on a budget, graphics quality does not suffer 
too much as one turns down the graphics 
details, yet it still renders good increases in 
performance. The team did a commendable 
job balancing visual quality with system 
requirements although gamers are well 
advised to use the fastest hardware possible to 
really appreciate the experience. Finally, the 
game allows for absolutely gigantic battles— 
dogfights involving as many as sixty aircraft 
wheeling about hundreds of flak bursts are not 
at all uncommon. 

These large battles are very intense, and in 
fact, their sheer size forces players to adopt 
different strategies than they may be accus- 
tomed to. Total chaos reigns supreme at the 
merge of two fighter formations. Most of the 
time, there are far too many fighters on the 
sky to keep track of, turning the dogfight from 
a “fencing duel” into the aerial equivalent of a 
barroom brawl. Much more complicated, but 
never lacking for action. The initial head-on 
pass finds enemy fighters throwing them- 
selves about with wild abandon—as if some- 
one just hurled a deck of cards at your face. 
Indeed, occasionally these merges are punctu- 


Thankfully, appropriate symbology is preserved regardless of 


ated by a violent streak of a fireball as oppos- 
ing fighters collide. Your radio is constantly 
crackling with excited traffic. Somebody is 
always trying to get on your tail. A fighter shot 
down in a battle above may narrowly miss you 
as it falls out of the sky. Eventually entropy 
takes over, and the furball spins off into pro- 
gressively smaller and smaller dogfights at 
lower and lower altitude. Definitely not your 
typical sim combat experience. 

Gamers who invest heavily in their sound 
equipment will not be disappointed. European 
Air War rewards players who have a subwoofer 
and are not afraid to use it. Mixing up to 16 
channels, turning up the volume results in an 
awe-inspiring orchestral arrangement of mili- 
tary machinery. View a formation of bombers, 
and any loose items on your desk will reverber- 
ate in harmony as the chorus of engines beat in 
and out of sync. Engines deteriorating from 
damage or abuse make some appropriately 
ominous sounds before they blow. Another 
nice touch, the sounds for the howl of airflow 
and engine noise occupy distinct channels. The 
result is that players really get the feeling of 
furious speed when the wind gets loud enough 
to be audible over the engine’s cacophony. 

Despite the overall excellent sound imple- 
mentation, there are some problems. Users run- 
ning with 16-bit sound may experience severe 
“popping.” Some of the aircraft have unusually 
weak engine sounds, other engine sounds have 
bad “looping” artifacts, and there is no appro- 
priate rumbling while rolling fast on the 
ground. Doppler shifting is mysteriously incon- 
sistent, and gunfire sound effects are also 
rather weak. Finally, while most voice acting is 
done well, the thick-as-syrup Scottish brogue of 
RAF Blue Squadron is simply hilarious. 

The flight model covers the phenomena that 
players have come to expect from serious prop 
simulations: angle of attack, stall buffeting, 


There are a half-dozen bombers that still 
wouldn't fit into this photo 


Lead your own cavalry charge 


torque effects, air density effects, six degrees of 
inertia, control authority, plus options to simpli- 
fy many of these effects as personal taste dic- 
tates. On the down side, flight doesn’t have 
quite the “fluid” feel to it, spins are very script- 
ed, landings and takeoffs are fidgety, and full 
flaps are unaffected by high speed. 
Nevertheless, the flight model works well 
enough to provide the all-important “suspen- 
sion of disbelief” while staying unobtrusive. 
Each of the different aircraft in the game pos- 
sesses its own distinct personality, giving the 
player a rich palette of flavors to choose from. 
Weapons and damage modeling are both 
well done. The fighters of the era used a vari- 
ety of different machine guns and cannons, 
each with their own unique properties. These 
are present and accounted for in European Air 
War, from the small but rapid .303 machine 
guns all the way to the ponderous and deadly 
30mm aerial cannon. Set gunnery to easy, and 
dogfighting has a light, simple feel that should 
appeal to most any type of gamer. Set it to 
realistic and players will be challenged, as only 
bullets that directly strike the target will count 


The terrain detail from ground level is better 
than most tank sims 


Look closely and you'll see the occupants of 
the house running for their lives as the wound- 
ed Schwalbe buzzes them 


as hits, as opposed to those that simply pass 
nearby. Depending on where the aircraft is hit, 
different parts of the aircraft may get dam- 
aged. Hit the wing, and you may bend the 
aileron on that side or put some holes into the 
landing gear hydraulics. Put a few rounds into 
the engine, and it may start to leak oil, 
coolant, or fuel, forcing the pilot to try to 
nurse the crippled plane back home or per- 
haps even make an emergency landing in a 
nearby pasture. However, appreciating the 
weapons, damage model, and sheer size of 
the battles is difficult because the tracers are 
unusually faint during the day. 

Computer-controlled aircraft are pretty 
respectable. Throughout all the chaos, your 
wingman will actually do his job. He'll try to 
stay in formation, watch your six, attack anyone 
you tell him to, and then faithfully rejoin forma- 
tion afterwards. When you are on someone’s 
tail, they will never stay put unless you sneak 
up ina blind spot. Instead, they try all sorts of 
evasive maneuvers to make themselves harder 
to hit. There are some problem areas though. 
Autopilot-controlled landings frequently end in 
disaster, bombers in formation unrealistically 
adjust their speed to allow the slowest member 
of the formation to keep up, and computer 
pilots fly the same tactics regardless of the type 
of fighter they’re flying 

Playing the actual campaigns is a frustrating 
mix of good and bad. Each combination of 
fighter and squadron sends you on a different 
career, although a particular combination will 
primarily fly one or two different types of mis- 
sions. While realistic at first blush, most play- 
ers will quickly tire of flying the same mission 
template again and again, almost always 
encountering a certain number of bandits at 


Twilight colors are amazing 


This busted up Fort will actually attempt an 
emergency landing if the pilots can just keep it 
under control 


the same altitude at certain times. Incidental 
traffic to break up the monotony is virtually 
nonexistent. Trying to get a feel for the big 
picture can help, but is in fact quite difficult in 
this game. Incredibly bad intelligence (the mil- 
itary type, not the artificial kind) characterizes 
the whole campaign. Players will find them- 
selves guessing about almost everything: “Did 
the bombers actually destroy their target?” 
“Will airplane sortie rates drop?” “Did destroy- 
ing that train or convoy help at all?” or even 
“Is the battle going well?” and “How is the 
squadron fatigue and morale today?” The 
Campaign really holds the cards close to its 
chest. On the bright side, almost every time 
that you think you have the campaign com- 
pletely figured out, something unexpected 
always happens. This helps break up the 
sameness quite a bit. 

Hampered only by a fixed-resolution graph- 
ics engine and a somewhat frustrating career 
campaign, this game still has much to offer. It 
is the only WW lIl-era sim this year to offer 
large-scale battles, a dynamic campaign, and a 
very wide selection of flyable aircraft. Serious 
enough to satisfy the hardcore simulation pilot 
while being fierce enough for the action-ori- 
ented player, European Air War exhibits a syner- 
gy of gameplay and realism in a quintessential 
MicroProse simulation. —Neil Mouneimne 
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European Air War 

MicroProse * www.microprose.com * 
Requirements: Windows 95, 166MHz Pentium 
or higher, 32MB of RAM, 4X CD-ROM = 
Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 
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NFL Blitz 


Totally uncalled for, but awfully fun to watch 


ny sports fan should be offended by the 
entire premise of NFL Blitz. It bases a 
seven-on-seven football game on the 
worst elements of professional sports—the 
dirty play, trash talking, and showboating that 
many long-time fans find distasteful. What 
makes it even worse is that the resulting con- 
coction is a bloody good game. Check your 
sports sensibilities (and brain) at the door and 
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He’s on the ground! Get him, get him! 


immerse yourself in what is the most gleefully 
anarchic sports game ever created. 

Enjoyable mainly in short bursts, and featur- 
ing the annoying requirement of re-entering 
your name every time you start a new game, it 
breaks football down to its essence: running, 
passing and incredibly large men beating the 
crap out of each other, especially after the 
whistle blows. The “rules” of NFL Blitz are sim- 
ple: you need 30 yards for a 
first down and other than that, 
you're free to do whatever you 
want. You run exaggerated 
plays (you have a choice of 18 
offensive and 9 defensive), 
launch players across the 
screen with little regard for 
human life, and try to contain 
your gleeful laughter. 

The game is about as subtle 
as a Mike Ditka press confer- 
ence. The superb graphics— 
better than those found in the 
arcade—feature enormous 
players that are incredibly well 
animated. The game runs very 
fast on even a low-end 
machine and supports both 
Direct3D and Glide. It’s surpris- 
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A buffed-up Steve Young is impressed with his 
own touchdown 


ingly challenging, and it’s not entirely mind- 
less—each team has a noticeable style. 
Pittsburgh, for example, plays nasty defense, 
and the Broncos are just plain nasty. 

Perhaps the best review can be found within 
the game itself. After yet another late hit, you're 
sure to nod in approval when the announcer 
says, “That was totally uncalled for, but awfully 
fun to watch.” —Steve Bauman 
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NFL Blitz 

Midway * www.midway.com + Requirements: 
Windows 95, 98, 200MHz Pentium or higher, 
32MB of RAM, 8X CD-ROM, 3D Accelerator 
Multiplayer: 2 players, same machine 


Golden Tee Golf 


True arcade links play comes to the PC 


olden Tee Golf is not intended to com- 
pete with golf sims like Links or the Jack 
Nicklaus series. It's a straight conversion 
of the very popular coin-op game. Once you 
have the proper perspective, this is a remark- 
ably fun little game. 

What really makes the game is the easy-to- 
use and forgiving mouse swing interface (it is 
the only swing method included). Pull the 
mouse back and push it forward and your on- 


A rather narrow fairway on the Desert course 
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screen persona simultaneously swings his club. 
You can swing with gleeful abandon, as the 
interface is very forgiving, yet it is surprisingly 
versatile: by shaping your swing (a swing shape 
chart is included) you can have tremendous 
control over the shape of your shot. Everything 
from straight shots to fades to draws to huge 
banana slices and hooks are easily obtained. It’s 
amazing that an arcade game may havea 
much more versatile swing interface than most 
of the hard core golf sims. 

The graphics are pretty average, 
not nearly at the level of the compe- 
tition but appropriate for an arcade 
game. There’s no customizing of 
your on-screen persona: you and 
anyone you play against is repre- 
sented by Peter Jacobson, with a dif- 
ferent colored shirt for each player. 
The game is best when playing 
against other people, either on the 
same computer or via Internet, LAN, 
or modem. You get three imaginary 
courses that have clearly been 
designed with an eye towards fun 
rather than realism, with a variety of 
interesting challenges. The pin 
placement is random each game, 
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Let’s see, over the water, around the trees, 
across the islands... no problem 


adding a nice touch of replayability. Games are 
fast: the interface allows you to quickly line up 
your shot, whack it and move on to the next 
shot. A variety of camera angles is provided, 
and records are kept of who has the longest 
drive, longest putt, etc. for each course. 

Bottom line: Golden Tee Golf may just be 
what you're looking for if you're interested in a 
fun, easy to play golf arcade game or a great 
party game. —Jeff Lackey 
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Golden Tee Golf 

Incredible Technologies * www.itsgames.com * 
Requirements: Windows 95, 90 MHz Pentium or 
higher, 16MB of RAM, 2X CD-ROM * Multiplayer: 
2-4 players, Internet, LAN, modem 


NHRA Drag Racing 


Racing on the Top Fuel and Funny Car circuit 


he National Hot Rod Association is the 

world’s largest motor sport sanctioning 

body, though you’d never know it based 
on the low-profile its drivers receive—most 
sports fans can probably name a NASCAR or 
IndyCar driver before an NHRA star. NHRA Drag 
Racing is a simulation of the sport, allowing PC 
drivers to race either Top Fuel or Funny Cars 
against the top drivers and teams in the busi- 
ness. Players can choose to race in one-on-one 
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matches, single events or compete in an entire 
season. No matter which you choose, the goal 
is to go real fast for a very short length of time, 
typically about 4-5 seconds. 

This may sound pretty boring for people 
used to getting their PC racing kicks from 200 
mile races. After all, you watch for the green 
light, push the throttle as fast as you can and 
hold on for a few seconds. Lose the race and 
you're out of the event; win and you do the 
| same thing over again. While you 
PF) can play in an arcade mode, in 
which you start with your car fully 
staged and waiting for you to 
push the throttle, it really begs the 
question of “what's the point?” 

At the most realistic level, you 
are required to do a burn-in of 
your tires to optimize traction, get 
your car back into the groove, 
carefully pre-stage and then stage. 
During your brief race you will 
need to carefully watch a traction 
indicator and adjust your throttle 
accordingly. How you tune your 
car before the race will have a sig- 
nificant effect on your success or 
failure on the track. Weather 
changes are modeled, down to 
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Doing a wheelie in your Funny Car 


the track temperature changes as the day pro- 
gresses, requiring further tuning. Playing a full 
season requires selecting a crew chief, manag- 
ing a budget, and keeping your sponsor happy. 

A bug prevents steering wheel pedals from 
being utilized, but other than that the game 
does a good job of simulating NHRA racing. 
Whether you will enjoy it will depend upon 
how appealing you find going very fast for a 
very short period of time. —Jeff Lackey 
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NHRA Drag Racing 

Mind Magic Productions * www.mindmagic.com * 
Requirements: Windows 95, 133MHz Pentium 
or higher, 32 MB of RAM, 2X CD-ROM, 3D 
Accelerator * Multiplayer: None 


Deer Hunter II 


Return to slaughter of the innocents 


Deer Hunter. It was simple, cheap, and did 

exactly what it set out to do—simulate 
hunting at a low price. With the sequel, 
WizardWorks brings us about as much inno- 
vation as they can while retaining that low, 
low price. 

Not only do you now get the freedom to 
actually hunt, you also get all sorts of new 
goodies and gadgets, the kind of stuff that can 
be seen at the local WalMart: camouflage vests, 
doe estrus scent, a deer decoy and a cool GPS 
(Global Positioning System) tracker. You can 


; t's OK to admit you enjoyed the original 


still use any of the old toys, too, but have a lim- 
ited supply of equipment slots. 

The game adds new weapons, like the black 
powder musket from the Extended Season add- 
on, the pistol from Rocky Mountain Trophy 
Hunter, a new shotgun, regular bow, and a 
crossbow. You must visit the target range to 
tweak the sights of these weapons and choose 
the “rut” timeframe (which determines buck 
and doe behavior... sexually). 

With a semi-3D engine (this isn’t Quake), the 
graphics and range of movement are pretty 
good, assuming you have a 3D accelerator. 
Unfortunately, the game is pretty hideous with- 
out acceleration, and the game defaults to soft- 
ware rendering (likely done to protect unso- 
phisticated users). 

A few nagging problems do creep in. 
Bringing up weapons and tools (like the binoc- 
ulars) takes about ten seconds, and weather 
effects are underwhelming. Another problem is 
long load times when you choose a map, and 
streamers that are supposed to pass for smoke 
when you get a shot off. 

This is along game. You shouldn't expect to 
pop in, nail a deer, and quit after a few minutes 
of play; instead, it can take upwards of two full 
hours of careful movement, proper use of calls, 


Shoot it in the back! Shoot it in the back! 


and great care and patience just to nail that 
first buck. But the satisfaction you receive when 
finally successful is pretty high. 

While the game is much better than the 
original, it is not as conducive to casual gam- 
ing. However, if you hunt, or ever really want- 
ed to try it, this game gives the closest approx- 
imation to the experience you can get. Grab 
your weapon of choice and go bag a buck. 
—-Andrew S. Bub 
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Deer Hunter II 

WizardWorks * www.wizardworks.com * 
Requirements: Windows 95, 98, 133MHz 
Pentium or higher, 16MB of RAM, 8X CD-ROM = 
Multiplayer: None 
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Ultima Online: The Second Age 


Once more unto the breach, dear friends, once more 


ltima Online is one of the most bipolar 
games we've ever seen. Some people 
absolutely adore it and can’t get 
enough while others hate it with a passion. Any 
way you slice it, it’s one of the most successful 
online-only games ever produced. By some 
estimates, it has sold over 300,000 units, and 
over 100,000 subscribers still play. Those are 
staggering numbers for a game that can only 
be played online and costs $10 a month 
beyond the normal retail purchase price. The 
venerable U/tima Online is starting to show its 
age, so Origin has developed The Second Age 
expansion to add new features, creatures, and 
areas to explore. 

The Second Age is still Ultima Online, just 
somewhat expanded. The primary addition to 
the base game is a new land mass called the 
Lost Lands. The Lost Lands can be reached by 
one of about a dozen different teleporters in 
Britannia; some take you to the safety of the 
towns of Papua or Delucia, others take you 
straight to perilous dungeons. New creatures, 
most of them fitting into the deep jungle 
theme, populate these new lands. Two new 
races replace the orcs and lizardmen of 
Britannia—the half-spider Terathans and the 
serpentine Ophidians. While the bulk of these 
creatures are tougher opponents than those 
found in Britannia, there are some new easy 
creatures for beginners, particularly in the sew- 
ers beneath Britain. There are even new beasts 
of burden, and since you can’t take your trusty 
war-horse across the portals to the Lost Lands, 
they're a welcome addition. 
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The sewers of Britain is a good place for newbies 
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One of the portals to the Lost Lands 


There have also been a couple of 
technological changes to the game. 
The first is the “Big Window,” a full 
screen mode that lets you more easily 
manage floating windows like back- 
packs, the radar view, your character 
stats, your spellbook, etc. Basically, 
when you're in full screen mode, the 
play window remains 640x480 but the 
rest of the screen is just black area that 
you can use to organize floating win- 
dows. This way, you can always have 
your character's spells, skills, and inven- 
tory at the ready without blocking your 
view of the world. The second major 
technical change is the addition of a 
chat service. People still primarily com- 
municate in-game just as before, but you can 
now open a chat window that operates world- 
wide. This works much like IRC and other simi- 
lar chat services, with the ability to create pass- 
word protected rooms and room administra- 
tors. The ability to communicate with friends 
and companions no matter where they are in 
the game without the use of an external pro- 
gram really facilitates guild activities and can 
help players meet up with others they'd like to 
go adventuring with. 

What The Second Age add-on doesn’t do is 
fundamentally change any of the rules of the 


game. If you’ve been bothered by the notoriety 


system, the proliferation of tank-mage charac- 
ters, Player-Killers, or other basic U/tima Online 
problems, you're likely to find that these are 
still around to bug you. Ultima Online has 
enjoyed countless improvements since its 
launch, but some of these fundamental prob- 
lems remain. The Second Age is a fantastic and 


Battling Ophidians 


fun land to play in if you like U/tima Online, and 
with the very reasonable cost of $7 for US and 
Canadian customers ($12 elsewhere), it’s hard 
to justify not getting it. For those who haven't 
yet tried U/tima Online, it offers a little more 
ease-of-use with the Big Window and chat fea- 
tures, and includes the regular U/tima Online 
land mass as well. Viewed as a pure upgrade, 
it’s a fantastic product. Still, it’s hard not to wish 
Origin would have done more to address some 
of Ultima Online’s more fundamental problems. 
—Jason Cross 


Ultima Online: The Second Age 

Origin Systems * www.owo.com * 
Requirements: Windows 95, 98, 166MHz 
Pentium or higher, 16MB of RAM, 4X CD-ROM = 
Multiplayer: Massively multiplayer via 

the Internet 
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‘FALCON 4.0’ Pilot an F-16 in a 
real-time war in this multiplayer 
air combat simulation set in the 
Korean Peninsula. Superb 3-D 
photorealistic, Al, texture-mapped 


graphics and detailed models of F- Sseesenenmeese 


16 avionics, weapons and threats. 
Play options include: Dogfight, 
Instant Action, Campaign Mode, 
& Tactical Engagement. 


Microprose ie ane 
Release: 12/98 
PC CD 


ae 
‘STARSIEGE’ Battle across the 
solar system as a Human warrior 
or a Cybrid death machine. Over 
45 single-player plot missions. 


powerful fighting machines in the 
universe. Features highly destruc- 
tive weapons, airskimmers, tanks, 


vast landscapes, through fortified 
bases, and war-ravaged cities on 
immersive 3D worlds. 

Sierra (Simulation) 
Release: 1/99 

PC CD 


‘SAITEK R4 FORCE FEEDBACK 
RACING WHEEL & PEDALS’ The 
Saitek R4 offers the most 
advanced racing wheel on the 
market. Everything is where it 
needs to be and designed to be 
comfortable even after hours of 
driving. The Force Feedback ver- 
sion also provides a tactile 
response to collisions, the road 
surface and other factors for the 
ultimate driving experience. 
Saitek (Hardware) 

Release: NOW 

PC 


‘INTERSTATE 82’ will take you on 
a lightning-fast road rage across 
asphalt battlefields crammed with 
lethal enemies. Enjoy an arsenal 


of new weapons to choose from [| 


including studded muscle cars, 
armed motorcycles, exotic ‘80s 
supercars, and more. You'll peel 
out with real-to-life vehicle 
physics and _ photo-realistic 
graphics, plus special new multi- 
player gameplay modes. 
Activision (Action) 
Release: 2/99 

PC CD 


Equip your pilots with the most’ 


and Hercs. Hunt your prey across 


‘DAIKATANA’ Slash your way 
through time with the aid of your 
trusty sword. Chase down the evil 
Dr. Benedict through 4 different 
eras. Advance in multiple skill lev- 
els such as Attack Power, Attack 
Speed, Running Speed, 
Maximum Health and more. 


Incredible graphics and challeng- | 


ing artificial intelligence. 


Eidos (Action) 
Release: 3/99 
PC CD 
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weapons, new villains, 
and full 3Dfx support. 
Multiplayer options & 
incredible lifelike envi- 
ronments. 
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‘DUKE NUKEM FOREV- 
ER’ Duke is back and 
badder than before in 
this retooled sequel. Dr. 
Proton has taken over 
Area 51 & nuked Las 
Vegas. Making use of 
the Quake |! engine, the 


at 3D realms 


with new 


GT Interactive 
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Release: 1/9 

PC CD 
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RELEASE PRICE 
11/98 $39.99 
03/99 $49.99 


TITLE 
1943 Euro Air War 
3D Naval Battles 


3D Railroad Master 10/98 $49.99 
Absolute Zero 11/95 $19.99 
AH 64D Longbow Ltd 06/96 $14.99 
AH-64D Longbow 2 12/97 $38.99 
Air Warrior 2 02/97 $24.99 
Air Warrior 3 12/97 $36.99 
Anarchy 11/98 $41.99 
Andretti Racing 12/97 $19.99 
Apache Havoc 11/98 $39.99 
Archimedean Dynsty 11/96 $14.99 
Ares Rising 09/98 $19.99 
Armored Fist 2 10/97 $25.99 
Babylon 5 04/99 $48.99 
Brnout Champ Dragrcng 05/98 $39.99 
Burnout Chmp Drgreg CE 11/98 $37.99 
CART Precision Racing 11/97 $19.99 
Cart Racing 11/97 $19.99 
Castrol Honda Superbike 05/98 $34.99 
Comanche 3 04/97 $17.99 
Comanche Gold 05/98 $29.99 
Cyberstrike 2 11/98 $42.99 
Dawn of Aces 11/98 $28.99 
Daytona USA DIx 11/97 $42.99 
Destruction Derby 2 11/96 $19.99 
EF 2000 V 2 07/97 $19.99 


07/97 $29.99 
12/97 $36.99 


Extreme Assault 
F/A 18 Korea 


F1 '98 03/99 $35.99 
F1 Racing Sim 04/98 $29.99 
F-15 03/98 $38.99 
F-16 Agressor 10/98 $42.99 
F16 Fightng Falcon 09/97 $19.99 
F-22 ADF 12/97 $44.99 
F-22 ADF Red SeaOps 10/98 $15.99 
F-22 Lightning 2 09/96 $18.99 
F-22 Raptor 12/97 $19.99 
F22 Total Air War 10/98 $38.99 
FA 18 Hornet 3 04/97 $26.99 
Falcon 4.0 12/98 $52.99 
Falcon 4.0: MiG 29 12/98 $30.99 
Fghtng Ficn Bck Bgdd 07/97 $25.99 
Fighter Duel 2 05/99 $48.99 
Flight Unlimited 2 12/97 $19.99 


Flight Unlimited 3 11/98 $45.99 
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TITLE 
FLY! 
Flying Corps Gold 
Flying Nightmares 2 
Formula 1 CE 
Formula 1 W95 
Front Line Fighters 
Grand Prix Legends 
Gunship 3 
Hind Helicopter 
iA-10 Warthog 
iF/A-18 CSF 
iF-22 Raptor 
iF-22 v5.0 
Independence War 
Inertia 
Interceptor 
iPanzer 44 
Jet Fighter 3 Missn 
Jet Fighter 3 Platinum 
Jet Fighter Full Burn 
Jet Warrior-Vietnam 
Jhnny Hrbrt GP Champ 
Joint Strike Fighter 
Kid Pilot 
Last Dynasty 
Luftwaffe Commander 
M1 Tank Platoon 2 
Man of War 
Man of War 2 
Manx TT 
MechWarrior 3 
Mig Alley 


PRICE 
$46.99 
$18.99 
$39.99 
$40.99 
$29.99 
$39.99 
$29.99 
$48.99 
$25.99 
$43.99 
$37.99 
$19.99 
$35.99 
$44.99 
$43.99 
$26.99 
$27.99 
$25.99 
$34.99 
07/98 $19.99 
04/99 $44.99 
10/98 $29.99 
12/97 $24.99 
01/99 $19.99 
11/95 $19.99 
12/98 $49.99 
04/98 $29.99 
10/97 $24.99 
11/98 $39.99 
11/97 $39.99 
04/99 $52.99 
01/99 $39.99 


RELEASE 
03/99 
02/98 
05/99 
08/98 
06/97 
08/98 
10/98 
04/99 
10/96 
11/98 
08/98 
07/97 
03/98 
09/98 
04/99 
03/99 
04/98 
05/97 
11/97 


Monaco Grand Prix Reg 2 02/99 $43.99 


Monster Truck Madnss 2 07/98 
Monstr Trck Mdnss W95_ 10/96 


Moto Racer GP 2 
Motocross Madness 
Motorhead 

MS Combat Flight Sim 
MS Flight Sim 98 


MS Flight Sim 98 Justice 


MS Flight Sim Triple Pk 
MS FS 98 Afren Safri 
MS FS 98 Air Force One 
MS FS 98 Airbus 

MS FS 98 Dang Airport 


Controllers 
ANKO GC-FBW1 Wheel 12/98 $179.99 
CH EXL 500 Racing Set 09/98 $52.99 
CH F16 Fighterstick 11/96 $84.99 
CH Force FX 12/96 $95.99 
CH Gamestick 3D Jystck 10/98 $45.99 
CH Gamestick 3D USB_—=s-: 11/98 $45.99 


CH Joystick Switchbox 
CH Pro Pedals 

CH Pro Throttle 

CH Racing Wheel 

CH Racng WhI W Pedal 


11/97 $23.99 
12/94 $79.99 
03/96 $84.99 
09/97 $49.99 
10/97 $79.99 


CH Throttle 10/95 $65.99 
CH Virtual Pilot Pro 12/94 $74.99 
Gravis PC Gamepd Pro 11/96 $26.99 
Gravis Xtrmntr Game Pad 07/98 $43.99 
Gravs PC Gm Pd Pro USB 01/99 $29.99 
Joyswitch 09/94 $39.99 
Logitech WingMan Force 10/98 $94.99 


Ltech WM Frmla Frc Wh! 11/98 $169.99 
MS SideWinder FF Whl 10/98 $169.99 
MS SWndr Prec Pad USB 09/98 $65.99 


Amen: The Awakening 04/99 $48.99 


BankHeist 04/99 $39.99 
Battlezone 2 07/99 $48.99 
Beneath 02/99 $48.99 
Blood 2 11/98 $39.99 
Carmageddon 2 11/98 $44.99 
Close Approach 11/98 $44.99 
Creed 01/99 $44.99 
Critical Depth 11/98 $48.99 
Cybermercs 01/99 $39.99 
Daikatana 03/99 $39.99 
Dark Vengeance 12/98 $36.99 
Death Trap Dungeon 06/98 $19.99 
Delta Force 10/98 $37.99 
Descent 3 12/98 $48.99 
Descent Freespace 06/98 $29.99 
Dethkarz 11/98 $35.99 
DF Jedi Knight W/ Sith 09/98 $39.99 
Drakan 03/99 $39.99 
Duality 11/98 $46.99 
Duke Nukem Forever 12/98 $48.99 
Elysium 07/99 $48.99 


$41.99 
$21.99 
11/98 $42.99 
08/98 $44.99 
11/98 $44.99 
11/98 $48.99 
09/97 $52.99 
11/98 $29.99 
08/98 $16.99 
09/98 $25.99 
09/98 $29.99 
10/98 $29.99 
09/98 $25.99 
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MS SWnar FStl Pro Pad 


MS SWnar Prec Pro USB 
Mad Catz Andretti Wheel 


Mad Catz Panther XL 
Mad Catz Pnthr LS Dig 


Mad Catz Puma GTWheel 


PDPI L4 Dig Game Card 


Qshot GenX 500L (Lefty) 


Quickshot 3D Striker 


Quickshot Master Pilot 98 04/98 


Quickshot Mstr Pilt Val 
Saitek Cyborg 3D Jstk 
Saitek Cyborg 3D Pad 
Saitek PC Dash 

Saitek R4 Fre Fdbk WI 
Saitek R4 Racing Whl 
Saitek X-36 Cont Sys 
Saitek X-36F Joystick 
Saitek X-36T System 
Saitek X6-30 Pad 
Saitek X6-31M Pad 
Saitek X6-33M Pad 


10/98 $65.99 
08/98 $62.99 
08/98 $109.99 
01/98 $62.99 
06/98 $69.99 
02/98 $99.99 
08/98 $79.99 
10/98 $26.99 
03/98 $44.99 
$37.99 
$59.99 
$52.99 
08/98 $38.99 
04/98 $49.99 
10/98 $169.99 
10/98 $92.99 
05/98 $107.99 
04/98 $69.99 
11/98 $69.99 
04/98 $9.99 
04/98 $19.99 
06/98 $27.99 


03/98 
09/98 


COMPUTER GAMES: ACTION 


Esoteria 
EXFOR Omega 
Fatal Abyss 
Future Cop: L.A.P.D. 
Galleon 
Giants 

Grav Armor 
Gruntz 
Guardian 

Half Life 

Half Life: Tm Fortress 
Heavy Gear 2 
Heavy Metal 
Heretic 2 
Hired Guns 
Interstate 82 
Kingpin 

Max Payne 
MDK 2 
Messiah 

Metal Fatigue 
MIA 


11/98 
11/98 


$46.99 
$48.99 
11/98 $39.99 
11/98 $19.99 
06/99 $46.99 
02/99 $48.99 
12/98 $36.99 
02/99 $34.99 
05/99 $48.99 
11/98 $39.99 
12/98 $24.99 
12/98 $45.99 
06/99 $49.99 
11/98 $47.99 
11/98 $39.99 
02/99 $45.99 
03/99 $44.99 
12/98 $47.99 
02/99 $44.99 
02/99 $48.99 
02/99 $35.99 
10/98 $19.99 


TITLE RELEASE PRICE 
MS FS 98 DC-3 09/98 $29.99 
MS FS 98 Insnt ArpIn Mkr 11/98 $26.99 
MS FS 98 MegaScenery 11/98 $39.99 
MS FS 98: Concorde 12/98 $26.99 
MS FS 98: RAF 12/98 $26.99 
Msoft FS5 Bizjet Coll 09/96 $25.99 
MW Mercenaries 09/96 $18.99 
MW Mercenaries 3Dfx 07/97 $21.99 
Nascar Racing 2 12/96 $38.99 
Nascar Racing 3 03/99 $47.99 
Nasci Reng 2 Gnd Ntl Srs 11/97 $29.99 
Nasci Reng W Trck Pck 07/96 $18.99 
Natio is Fighter Command 02/99 $35.99 
Need for Speed 2 SE 11/97 $19.99 
Need for Speed 3 09/98 $42.99 
Need Speed Gold 07/96 $19.99 
Newnan Haas Racing 11/98 $39.99 
Newn an-Haas Racing 2 02/99 $35.99 
NHR¢ Drag Racing 11/98 $34.99 
Nucle ar Strike 11/97 $14.99 
Panzer Commander 05/98 $29.99 
Panzer Elite 02/99 $39.99 
Phaniom Ace 01/99 $48.99 
Powe ‘boat Racing 03/98 $23.99 
Powe ‘slide 11/98 $31.99 
Privai3er 2 SE 12/97 $39.99 
Privat er 3 03/99 $52.99 
Pro P lot USA 10/98 $19.99 
Prof‘ portscar Racing 01/99 $42.99 
Recoi 12/98 $39.99 
Red Earon 2 12/97 $26.99 
Red Earon 3D 11/98 $39.99 
Red Line Racer 08/98 $39.99 
Redlii e 11/98 $46.99 
Rolle: ge 04/99 $42.99 
Rush 2 11/98 $43.99 
S.G.P 02/99 $39.99 
Sabr/ ce 10/97 $19.99 
Sand Warriors 09/97 $22.99 
Screa nin Demon Europe 11/98 $45.99 
Sierre Pro Pilot 99 11/98 $44.99 
Silent Hunter 2 03/99 $46.99 
Silent Hunter CE 10/97 $26.99 
Sint + ntr Ptrl 1-3 ea 03/97 $14.99 
Spear 1ead 09/98 $37.99 
Spear 1ead Exp Pack 12/98 $22.99 
Saite . X7-38 Joystick 06/98 $95.99 
Saite -X8-30 Cont Sys 04/98 $39.99 
Spac:: Orb 360 10/96 $42.99 
Sunc )m SFS Throttle 04/98 $89.99 
Sunc ym SFX Plus Jstk 11/98 $44.99 
Sunc »m Scepter LCD 03/98 $69.99 
TM A tack Throttle 04/98 $49.99 
TM Driving Control T2 10/95 $89.99 
TM E ite Ruddr Pedals 03/98 $65.99 
TM F 6 TQS 06/95 $114.99 
TM F ’2 Pro 10/96 $129.99 
TM F .C F16 System 10/94 $108.99 
TM F ag Master 11/98 $65.99 
TM F ision Game Card 09/98 $19.99 
T™ G?1 10/96 $64.99 
TM Game Card 02/93 $32.99 
TM Nascar Racng Whi _—« 11/97 $118.99 
TM Nscr Fre GT Reg Whi 12/98 $149.99 
TM Nser Pro Dig Reg WhI 03/99 $89.99 
TM Nscr Spr Sprt Reng WI10/98 $69.99 
TM Rage 3D Pad 02/98 $39.99 
Tchm:3dia 3D ZoneMastr 08/98 $64.99 
Oni 07/99 $44.99 
Phoenix 02/99 $39.99 
Postal Bundle 09/98 $24.99 
Prax War 02/99 $44.99 
Prey 04/99 $49.99 
Profiteer 12/98 $45.99 
Quake 2 Bundle Pack 01/99 $47.99 
Quake 2 Mission Pk 1 06/98 $24.99 
Quake 2 Mission Pk 2 09/98 $24.99 
Quake Arena 06/99 $47.99 
Rainbow Six 08/98 $29.99 
Requiem 01/99 $45.99 
Resident Evil 2 01/99 $34.99 
Ricochet 03/99 $35.99 
Shadowman 11/98 $49.99 
Shattered Reality 11/98 $42.99 
SHOE 0: Mobile Armr Div 10/98 $29.99 
Sin 11/98 $39.99 
Sin Nission Pack 1 02/99 $26.99 
Slave Zero 04/99 $44.99 
Soldier 05/99 $46.99 
Spact Bunnies Must Die 11/98 $35.99 


TITLE RELEASE PRICE 
SS Nascar Racing 2 08/98 $26.9! 
SS Nascar Racing 99 11/98 $42.9: 
SS NscrGrnd NatSrs 09/98 $26.95 
SS SODA Off Road Rcing 07/98 $19.95 
Starsiege 12/98 $45.95 
SU-27 Flanker 2 03/99 $49.9: 
SU-27 Flanker Msn #1 ~=—- 07/97 $15.95 
SU-27 Squadrn Comm Ed 10/97 $25.95 
Super Hornet 2000 11/98 $46.9: 
Super Touring Cars 12/98 $43.95 
Superbike World Champ 10/98 $39.9: 
Tanarus 11/98 $19.0( 
Tank! 04/99 $48.95 
Team Apache 06/98 $19.9! 
Terminus 05/99 $48.9: 
Test Drive 4 12/97 $25.9: 
Test Drive 5 11/98 $37.95 
Test Drive Off Rd 2 11/98 $37.95 
Thunderstrike 04/96 $32.95 
Tie Fighters W/ Refrnce 10/98 $32.95 
TOCA Racing 09/98 $37.9 
Top Gun 2 Hornets Nest 11/98 $26.95 
Touring Car 03/98 $30.95 
Train Dispatcher 2 08/98 $39.95 
Trans-Am Racing 68-72 02/99 $42.95 
Trophy Bass 2 Exp. Pk. 05/97 $19.9: 
Ultimate Racing Pro 03/98 $29.95 
UltraFighters 12/98 $37.9 
Vangers 07/98 $25.9: 
V-Rally 12/98 $44.91 
W.A.P. Israeli Air Fre 09/98 $44.95 
Wall Street Tycoon 05/99 $44.9: 
Warbirds 10/98 $26.95 
Warbirds 2 12/98 $26.95 
Wing Comm 5: Prophcy 12/97 $19.9: 


Wing Commndr Propcy Gld10/98 $37.9: 


Wings of Destiny 04/99 $39.9: 
WW I! Fighters 11/98 $44.9 
X-Car Exprmntl Ren 08/97 $15.9 
X-Com Interceptor 06/98 $25.95 
Xenocracy 09/98 $39.9: 
X-Wing Alliance 02/99 $49.95 
X-Wing Collector's Srs 06/98 $29.95 
X-Wng v Tie Cmp 1 12/97 $19.95 
X-Wng v Tie Fghter 05/97 $22.95 


X-Wng v Tie W Binc Pwr 10/98 $39.95 


Sound Cards 
Diamond Monster MX200 06/98 $139.9: 
Diamond Monster MX300 12/98 $89.95 
SndBlstr PC! 128 PC Wrk 09/98 $135.9: 
Sound Blaster LIVE 08/98 $179.9: 
Sound Blaster LIVE! Value 10/98 $89.9: 
Turt Beach Montego A3DX06/98 $89.9: 
Video Cards 
ATI Rage Fury 32MB 11/98 $279.95 
ATI Xpert 128 16MB 10/98 $189.95 
CrivBlstr Riva TNT AGP16 10/98 $179.9: 


CrtvBistr Riva TNT PC! = 11/98 $189.95 
Crtv 3D Bistr Bnshee 12/98 $119.96 
Crive 3D Bistr212MB 06/98 $239.9: 


Diamond Viper V550 AGP 01/99 $199.9: 
Diamond Viper V550 PC! 01/99 $189.95 
DmdMnstr Fusion AGP 16 11/98 $149.95 
Dmnd Mnstr 3D 11 12MB 06/98 $199.0( 
Herc Dynamite TNT 16 =: 11/98 $179.95 
Matrox Mil G200 PC! 16 10/98 $174.95 
Matrx Mystiq G200 AGP8 10/98 $149.9: 
STB Velocity 4400 AGP16 11/98 $179.95 


Space Marine Ambush 05/99 $46.99 
Spec Ops Add On 11/98 $29.99 
Star Trek Kling Hnr Grd 10/98 $39.9S 


Star Trek Klingon Academy03/99 $48.9¢ 


Starship Troopers 03/99 $46.9¢ 
Starsiege: Tribes 12/98 $43.99 
System Shock 2 06/99 $45.9¢ 
Tenchu 11/98 $48.99 
Thunder Brigade 04/99 $39.99 
Tomb Raider 3 11/98 $39.99 
Tomorrow Never Dies 12/98 $48.99 
Trespassr Jrssic Park 10/98 $43.99 
Turok Dinosr Huntr 2 02/99 $46.99 
Unreal 06/98 $34.99 
Unreal 2 08/99 $44.99 
Unreal Level Pack 03/99 $19.99 


03/99 $47.99 
02/99 $24.99 


Unreal Mega Pak 
Urban Assault Add-On 


Vigilance 11/98 $42.99 
Weekend Warrior 03/99 $44.99 
Wrath 12/98 $48.99 
X-Com Alliance 04/99 $47.99 
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COMPUTER GAMES: STRATEGY 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
AD&D Birthright 07/97 $27.99 Dark Reign MP 2 07/98 $26.99 KKND2 10/98 $34.99  SimSafari 03/98 $19.99 
Admiral Sea Battles 11/96 $18.99 Dawn of War 11/98 $39.99 KKND Extreme 10/97 $19.99 SimTower 05/95 $18.99 
Advancd Civilization 11/95 $34.99 Deadlock 2 03/98 $39.99 Knights and Merchants 10/98 $29.99 SimTunes 12/96 $25.99 
Age Empires Fin! Congst 07/98 $18.99 Dominant Species 10/98 $29.99 LEDWars 10/98 $41.99 Soldiers at War 05/98 $27.99 
Age of Empires 10/97 $29.99 Dominion Storm 06/98 $22.99 Liberation Day 03/98 $35.99 Star Control 3 09/96 $14.99 
Age of Empires 2 05/99 $48.99 Duel: Mage Wars 12/98 $39.99 Lords of Magic 12/97 $34.99 Star Trek Birth Fed 02/99 $48.99 
Age of Emprs Rise Rme 10/98 $29.99 Dune 2 11/97 $14.99 Lords of Magic SE 11/98 $39.99 Star Trek: New Worlds 04/99 $46.99 
Age of Wonders 02/99 $46.99 Dune 2000 09/98 $39.99 Lords Realm 2 11/96 $19.99 Star Trk Starflt Comm 12/98 $48.99 
Alien Intelligence 12/98 $45.99 Dungeon Keeper 07/97 $14.99 Lords Realm2ExpPk 06/97 $28.99  StarCon 01/99 $44.99 
Alpha Centauri 01/99 $43.99 Dungeon Keeper 2 04/99 $45.99 Machine Hunter 07/98 $39.99 — Starcraft 04/98 $36.99 
Ancnt Cnqst: Gldn Fice 01/99 $42.99 Dungeon Keeper Gold 04/98 $19.99 Magic Spells of Anct 10/97 $19.99 Starcraft Brood Wars 12/98 $29.99 
Army Men 05/98 $26.99 Earth 2140 10/97 $14.99 Magic:the Gathering 03/97 $15.99 Starcraft Bttl Chest 10/98 $65.99 
Army Men 2 04/99 $39.99 Echelon 10/98 $44.99 Majesty: Empire Drklnds 05/99 $48.99 Starcraft Insurrection 08/98 $26.99 
Axis & Allies 09/98 $39.99 Emergency 09/98 $19.99 Master of Magic 12/94 $18.99 Starcraft Retribution 10/98 $19.99 
Battlecruiser 3000 AD V2 11/98 $17.99 Emperor of FadngSuns 01/97 $18.99 Master of Orion 11/94 $19.99 Stars Twinpack 06/98 $27.99 
Battlecruiser 3020 AD 04/99 $44.99 Empire of the Ants 12/98 $42.99 Master of Orion 2 11/96 $19.99 — Stellar Frontier 05/99 $44.99 
Blackstone Chroncles 11/98 $44.99 Enemy Nations 04/97 $19.99 MAX 12/96 $15.99 Stratosphere 06/98 $46.99 
Blood & Magic 11/96 $14.99 Entrepreneur 10/97 $38.99 MAX2 06/98 $25.99 SWAT 2 07/98 $34.99 
Braveheart 02/99 $37.99 Evolution 01/98 $29.99 MechCommander 07/98 $29.99 Theme Hostpital 04/97 $14.99 
C&C 09/95 $12.99 Extreme Tactics 10/98 $48.99 MechCommander Exp Pck12/98 $29.99 Total Annhitn Kingdoms 02/99 $46.99 
C & C 2: Tiberian Sun 03/99 $54.99 Fleet Command 06/99 $48.99  Missn Fre:Cybrstrm 2 06/98 $36.99 Total Annihilation 10/97 $29.99 
C & C Covrt Oprtions 03/96 $19.99 Force Commander 02/99 $49.99 MTG Duels of Planeswalker02/98 $19.99 Total Annihilation 2 08/99 $48.99 
C & C Gold W95 02/97 $14.99 Fragile Allegiance 03/97 $14.99 Myth 11/97 $29.99 Total Annitn Cr Ctgcy 04/98 $19.99 
C & C RA Aftermath 10/97 $19.99 Freedom in Galaxy 03/99 $42.99 Myth2 12/98 $42.99  Totl Annhitn Bttl Tctcs 08/98 $19.99 
C & C RA Cnter Strke 04/97 $12.99 Galilean Conflict 02/99 $35.99 Outpost 2 09/97 $19.99 Transport Tycoon 12/94 $19.99 
C & C Red Alert 11/96 $19.99 Gangsters 12/98 $34.99 Pax Imperia 2 11/97 $26.99 Transport Tycoon Dix 09/95 $24.99 
Caesar 2 09/95 $19.99 Global Domination 11/98 $39.99 Plague 04/99 $42.99 Tribal Rage 06/98 $34.99 
Caesar 3 10/98 $29.99 Hardwar 08/98 $14.99  Populous 3 11/98 $45.99 Uprising 10/97 $12.99 
Capitalism Plus 05/97 $29.99 Heroes M&M 09/95 $19.99 Railroad Tycoon 10/95 $19.99 Uprising 2 12/98 $37.99 
Civ 2 Fantasy Worlds 11/97 $19.99 Heroes M&M 2 11/96 $19.99 Railroad Tycoon 2 11/98 $39.99 War of the Worlds 12/98 $36.99 
Civ 2 Multiplayer Gold Ed 11/98 $27.99 HeroesM&M2Exp Pk 05/97 $19.99 Reach for Stars 2 04/99 $48.99 WarBreeds 03/98 $19.99 
Civ 2 Test of Time 02/99 $48.99 Heroes M&M 2 Gold 11/98 $18.99 Rebel Moon Revolution 03/99 $36.99 Warcraft 2 Platinum 03/99 $39.99 
Civilization 12/95 $19.99 Heroes M&M W95 02/96 $19.99 Rebellion 03/98 $28.99 Wargames 07/98 $39.99 
Civilization 2 03/96 $24.99 Heroes of M&M3 03/99 $44.99 Rebellion W/StratGde 10/98 $46.99 Wargasm 01/99 $48.99 
Civilization 2 Scen 11/96 $23.99 Hidden Wars 11/98 $48.99 Risk 11/96 $19.99 Warhmmr 40K Chs Gate 11/98 $45.99 
Civilztn Call to Powr 02/99 $44.99 History of World 05/97 $12.99 RoboRumble 11/98 $26.99 Warlords 2 Dix 09/95 $29.99 
Colonization 11/94 $19.99 Hollywood Mogul 12/97 $39.99 Roller Coaster Tycoon 04/99 $39.99 Warlords 3 08/97 $14.99 
Colonization W95 02/96 $34.99 Homeworld 02/99 $48.99  Ruthless.com 11/98 $29.99 Warlords 4 06/99 $48.99 
Commandos 09/98 $29.99 Imperialism 08/97 $29.99 Sentinel Returns 10/98 $26.99 Warlrds3DrkLrdRsg 08/98 $34.99 
Conflict of Nations 11/98 $46.99 Imperialism 2 03/99 $44.99 Settlers 2 Gold 04/97 $19.99 Warwind 2 11/97 $34.99 
Cong New World Dix 11/96 $15.99 Imperium Galactica 06/97 $32.99 Settlers 3 11/98 $35.99 Warwind W95 10/96 $15.99 
Conquest Earth 09/97 $12.99 Incubation 10/97 $38.99 Seven Kingdms Anc Adv 06/98 $34.99 Warzone 2100 02/99 $34.99 
Creatures 06/97 $25.99  Incubation:Wilderness 05/98 $19.99 Seven Kingdoms 12/97 $35.99 Wooden Ship Iron Mn 10/96 $29.99 
Creatures 2 09/98 $35.99 Industry Giant 04/98 $36.99 Seven Kingdoms 2 05/99 $39.99 Worms 2 01/98 $24.99 
Creatures Life Kit 1 01/98 $14.99 Jaggd Allnc DdlyGame 09/96 $14.99 Shadow Company 04/99 $42.99 Worms Armageddon 12/98 $39.99 
Dark Colony 08/97 $12.99 Jagged Alliance 03/95 $12.99 Shadow ofthe Emperor 04/96 $35.00 X-Com Apocalypse 08/97 $19.99 
Dark Omen 03/98 $37.99 Jagged Alliance 2 04/99 $44.99 Shadowpact 02/99 $43.99 X-Com Terr frm Deep 03/95 $16.99 
Dark Reign 2 06/99 $48.99 Jakkal: Flesh+Bones 01/99 $39.99 Siege 05/99 $35.99 X-Com UFO Defense 06/94 $18.99 
Dark Reign Futre War 09/97 $39.99 Jutland 05/93 $19.99 SimCity 2000 Spec Ed 04/97 $18.99  X-Fire 01/99 $45.99 
Dark Reign MP 14 04/98 $19.99 KKND 03/97 $26.00 SimCity 3000 12/98 $44.99 Yoot's Tower 01/99 $39.99 
COMPUTER GAMES: ROLE PLAYING 
AD&D Collector's Ed. 07/98 $15.99 Diablo Hellfire 12/97 $17.99 Icarus: Sanctuary of Gods 11/98 $26.99 Revenant 03/99 $29.99 
Anachronox 05/99 $48.99 Dungeon Master 2 07/95 $15.99 Lands Lore GrdnsDst 10/97 $14.99 Septerra Core 02/99 $48.99 
Ancient Evil 10/98 $45.99 Elder Scrolls 2 09/96 $39.99 Lands of Lore 3 11/98 $44.99 — Star Trail 11/94 $29.99 
Baldur's Gate 12/98 $44.99 — Eldr Scrils Mrrowind 03/99 $54.99 Legcy Kain Bld Omn 09/97 $18.99 Starship Diplomacy 05/99 $48.99 
Baldurs Gate Exp Pk 03/99 $19.99 EverQuest 01/99 $44.99 Might & Magic 6 04/98 $37.99 Swords & Sorcery 02/99 $48.99 
Battlespire 12/97 $32.99 Fallout 10/97 $29.99 Might & Magic 7 04/99 $48.99 Swords of Heroes 05/99 $46.99 
Betrayal in Antara 07/97 $34.99 Fallout 2 11/98 $39.99 Mordor 2 02/99 $42.99 Thief: The Dark Prict 12/98 $29.99 
Blade 11/98 $45.99 Final Fantasy VII 06/98 $32.99 Mortalus 01/99 $44.99 Third World 05/99 $48.99 
Diablo 01/97 $27.99 Good & Evil 06/99 $48.99 Planescape Torment 05/99 $47.99 Ultima 7 Series 03/94 $15.99 
Diablo 2 03/99 $48.99  Gothica 12/98 $48.99 Rage of Mages 10/98 $29.99 Ultima Online: 2nd Age 11/98 $44.99 
Diablo Bundle 10/98 $29.99  Hexplore 09/98 $25.99 Realms of the Haunting 03/97 $19.99 Wizardry 8 02/99 $49.99 
) ROLE PLAYING GAMES | 

AD&D 2nd Edition Rules AD&D Dark Sun AD&D Lankhmar AlternityPlayer's Handbook04/98 $24.99 
Combat & Tactics 07/95 $16.99  Citystate of Tyr 02/95 $9.99 AvengersofLankhmar 07/96 $8.99 Ars Magica 4th Ed 08/95 $25.99 
DM Guide 02/95 $23.99 DragonKings 02/95 $16.99 City of Lankhmar 02/95 $17.99 Changeling 09/95 $26.99 
Players Handbook 02/95 $28.99 Marauders Nibenay 02/96 $12.99  Cutthroats of Lankhmar 09/95 $18.99 Conspiracy X 09/96 $22.99 
Spells & Magic 06/96 $19.99 Merchnt House Amketch 07/95 $12.99 Prince of Lankhmar 09/95 $9.99 Cyberpunk 2020 05/95 $17.99 

Mind Lords Last Sea 09/96 $16.99 Rogues of Lankhmar 09/95 $7.99  Deadlands Rulebook 10/97 $27.99 

AD&D Accessories Psionic Artifacts 09/96 $16.99 Slayers of Lankhmar 08/96 $11.99 DeadlandsHell Earth Rule 10/98 $26.99 

Arms & Equipment Guide 05/95 $18.99 Tales of Lankhmar 06/98 $10.99 Dragonlance 5th Age 09/96 $20.99 
Complete Bard 05/95 $15.99 AD&D Forgotten Realms Earthdawn 06/95 $17.99 
Complete Fighter 08/95 $14.99 City of Splendors 04/95 $20.99 AD&D Planescape Fading Suns 02/97 $21.99 
Complete Paladin 07/95 $16.99 Cormanthyr: Empr of Elves03/98 $23.99 Campaign Setting 02/95 $28.99 GURPS Rulebook 02/95 $22.99 
Complete Priest 06/95 $16.99 Demi Human Deities 01/99 $21.99 Dead Gods 12/97 $27.99 Heavy Gear 08/95 $25.99 
Complete Wizard 05/95 $16.99 Elminster Ecology 2 01/96 $13.99 Faction War 09/98 $16.99 Hercules & Xena 09/98 $25.99 
Country Sites 11/95 $10.99 Empires Shining Sea 09/98 $24.99 Guide to Ethereal Plane 08/98 $13.99 Heroes Unlimited 2nd Ed. 02/98 $21.99 
Deck Magical Items 10/95 $16.99 Faiths & Avatars 03/96 $21.99 Inthe Cage 02/96 $13.99 Jovian Chronicles 04/98 $24.99 
Encyclopedi Magica 1-4ea 04/95 $21.99 For Duty & Deity 06/98 $11.99 On Hallowed Ground 09/96 $20.99 MERP 2 Softcover 10/95 $19.99 
Monst Comp Annual4 12/98 $16.99 Hellgate Keep 06/98 $9.99 Planes Chaos Box 04/95 $28.99 Mage 2nd Ed. 02/95 $28.99 
Tome of Magic 04/95 $16.99 Pages from Mages 12/95 $12.99 Planewalker's Handbook 09/96 $19.99 Mechwarrior 07/95 $13.99 
Wizard's Spell Comp 4 10/98 $21.99 Ronin Challenge 07/95 $8.99 Pendragon 4th Ed. 05/95 $19.99 
Spellbound in Realms 07/95 $24.99 AD&D Ravenloft Rifts 06/95 $21.99 

AD&D Al-Qadim Wizards & Rogues of Realm02/96$19.99 Castle Forlorn 09/95 $16.99 Robotech 04/95 $11.99 

Caravans 10/95 $15.99 ; Circle Darkness 02/96 $8.99 Shadowrun 3rd Edition 10/98 $28.99 
Cities of Bone 05/95 $14.99 AD&D Greyhawk Adv Death Ascendant 08/96 $10.99 StarWars Revised 01/97 $27.99 
City of Delights 09/95 $16.99 Adventure Begins 08/98 $16.99 Forged of Darkness 03/96 $10.99 Tribe 8 10/98 $27.99 
Corsairs of Great Sea 09/95 $14.99 Crypt of Lyzandred 11/98 $11.99 Guide to Transylvania 09/96 $10.99 _ Trinity 03/98 $28.99 
Golden Voyages 02/96 $14.99 Doomgrinder 11/98 $9.99 Light in Belfry 02/96 $12.99 Vampire 3rd Edition 10/98 $27.99 
Land of Fate 02/96 $16.99 Greyhawk Play? Gd 09/98 $10.99 Requiem: Grim Harvest 09/96 $24.99 Werewolf 02/95 $24.99 
Ruined Kingdom 06/95 $14.99 Return of Eight 09/98 $10.99 Shadow Rift 06/98 $21.99 World of Darkness 06/95 $15.99 
Sha'irs Handbook 04/95 $14.99 Star Cairns 11/98 $9.99 Vecna Reborn 08/98 $11.99 Wraith 02/95 $24.99 
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‘TOTAL ANNIHILATION: 
KINGDOMS’ This fantasy 
real-time strategy game 
engages you in the 
struggle of good against 
evil and magic against 
technology. New story 
line, 3-D articulated 
units, missions, multi- 
player maps & worlds. 
Four selectable sides to 
choose from, each with 
its own unique magical & 
technological abilities. 


GT Interactive 
(Strategy) 
Release: 2/99 


‘CIVILIZATION: CALL TO 
POWER’ Build an empire from the 
ground up. Lead the world in 
technological knowledge. Exert 
your military might. Features a 
7000-year time span from primi- 
tive history to the future. The 
experience is enriched with 
unique non-military strategies, 
vivid graphics, an engaging multi- 
player mode and breakthrough 
empire management options. 
Activision (Strategy 
Release: 2/9 
PC CD 


‘MYTH II: SOULBLIGHTER’ is the 
sequel to the hugely popular 
Myth: The Fallen Lords, & features 
an improved engine with animated 
3-D models, 4x finer terrain mesh, 
& new lighting model. New spe- 
cial effects include 3-D fire, ambi- 
ent life, & powerful new spells. 
Also includes improved pathfind- 
ing, Al, & new units & terrain. 
More net fun with individual & 
team rankings and in-game 
alliances. Bungie (Strategy) 

Release: 12/98 
PC CD 


‘AGE OF WONDERS’ Age of 
Wonders is a turn-based game of 
strategy and conquest that suc- 
cessfully incorporates adventure, 
exploration and role playing ele- 
ments. These elements, together 
with a rich story line and heavy 
emphasis on global strategy with- 
out repetitive micro-management, 
make each scenario and game 
unique and fun to play. 


G.0.D. (Strategy) 
Release: 2/99 
PC CD 


‘HOMEWORLD’ combines ele- 
ments of space combat, strategy, 
& action. Hundreds of years after 
aliens destroyed your planet & 
relocated survivors to the edge of 
the galaxy, a crystal starts to emit 
a faint signal to lead you to your 
homeworld. A immense mother- 
ship is built to carry millions 
home, to the unknown. Single 
play or up to 8 players on-line. 


Sierra(Strategy) 
Release: 2/99 
PC CD 


‘BALDUR’S GATE’ is set in the 
Forgotten Realms campaign 
world. It features a transparent 
interface and gameplay that uses 
a real-time modification of the 
Advanced Dungeon & Dragons 
rules system. Over 60 monsters 
to fight; you control a party of 
six, each with unique abilities and 
personas. 5 CDs are filled with 
pre-rendered backgrounds, com- 
pelling music, and gameplay! 
Interplay (Roleplaying) 
Release: 12/98 
PC CD 


SPlus299Pg2 


‘BRAVEHEART’ Follow 
in the footsteps of 
Scottish hero William 
Wallace, taking on the 
might of the English 
army to gain your free- 
dom! Braveheart com- 
bines real-time strategy 
with global manage- 
ment in a brutal reen- 


BRAVEHEART 


Release: 2/99 
PC CD 


Access (Sports) 
Release: NOW 
PC CD 


deserts of 


reflection 


Eidos 
Action 
Release: 12/98 


|‘DESCENT 3’ 


Release: 3/99 
PC CD 


[ 


COMPUTER GAMES: ADVENTURE 


multiplay. 


Release: 3/99 


actment of the war TITLE RELEASE PRrice TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
between sword-wield- 20,000 Leagues 09/99 $48.99 Dead Unity 10/98 $45.99 Neverhood 11/96 $22.99 Shadow of the Comet 08/94 $8.99 
ing Scottish clansman 7th Guest 09/97 $14.99 Demon Isle 01/99 $47.99  Nightlong: Union City 02/99 $39.99 Shivers 2: Hrvst Soul 04/97 $48.00 
and expansionist 7th Guest 2 11th Hour 11/95 $14.99 Enemy Zero 10/98 $42.99 Nocturne 01/98 $46.99 Siege of Stormhaven 10/98 $48,99 
English forces. With the 7th Guest W95 10/97 $19.99 — Evil Core:Fallen Cities 12/98 $39.99 Nomad 04/94 $16.99 Simon the Sorceror 12/93 $15.99 
latest 3D engine and Abe's Exodus 12/98 $39.99 Extracters 04/95 $19.99 Obsidian W95 12/96 $29.99 Small Soldiers Sqd Cmdr 08/98 $28.99 
™ state-of-the-art motion Abyss: Incidnt Europa 10/98 $43.99 Fable 03/97 $9.99 Of Light & Darkness 04/98 $24.99  SoulBringer 12/98 $47.99 
Mi. capture technology Adrenix Crisis 07/98 $44.99 Full Throttle 05/95 $19.99 Omikron: Nomad Soul 09/99 $39.99 Space Bar W95 07/97 $21.99 
4 Braveheart delivers Adv of Sailor Moon 11/98 $24.99 Gabriel Knight 2 12/95 $29.99 Outcast 03/99 $44.99 Space Circus 12/98 $44.99 
4 unparalleled combat Albion 08/96 $19.99 Gabriel Knight 3 04/99 $48.99 Overseer 03/98 $19.99 Spycraft W95 03/96 $19.99 
4 realism. Alone in Dark Trilogy 04/97 $24.99 Gateway 2 Homeworld 08/93 $18.99 Pandora Directive 08/96 $19.99 Star Trek SFA DVD 07/98 $44.99 
— Alone in the Dark 3 04/95 $18.99 Goosebumps 07/98 $24.99 Patriot Games 09/98 $48.99 Star Trek SFA Mssn 04/98 $19.99 
Fidos (Strategy Amber:Journeys Beyond 02/97 $29.99 Grim Fandango 10/98 $39.99 Phantasmagoria 2 11/96 $52.99 Star Trk Judge Rites 12/93 $12.99 
Release: 2/9 Armed and Delirious 11/97 $12.99 Gruesome Castle 10/98 $47.99 Pirates! Gold 02/95 $19.99 Star Trk Str Fit Acad 09/97 $38.99 
PC CD Azraels Tear 10/96 $12.99 Heart of Darkness 09/98 $29.99 Prince of Persia 3D 05/99 $48.99 Starship Titanic 04/98 $39.99 
Badlands 03/99 $48.99 |'m Your Man 11/98 $44.99 Prophecy 03/93 $15.99 Starship Titanic DVD 10/98 $48.99 
‘STAR TREK GENERATIONS: Beavis & Butthd Do U 12/98 $25.99 Indy Jones Infrni Mchne 02/99 $48.99 Qin:Tomb Middle Kingdom07/96 $19.99 Str Trk Scrt Vicn Fry 09/99 $48.99 
BIRTH OF THE FEDERATION’ Beyond Time 01/99 $44.99 Jack Orlando 01/99 $43.99 Queen: The Eye 11/98 $36.99  Temujin 10/97 $19.99 
Manage resources, solar systems, Black Dahlia 02/98 $29.99 Jrneymn Project 2 or 3ea07/95 $29.99 Quest Glory 5:ExpPk 01/99 $29.99 TimeLapse Ancient Civ 10/96 $29.99 
and trade routes. Construct. Blade Runner 11/97 $19.99 Journeyman Project4 12/99 $47.99 Quest for Glory 5 12/98 $48.99 Time Warrior 11/98 $37.99 
maintain and refit a Starship fleet Jee Broken Sword 10/97 $42.99 KQ8:Mask of Eternity 11/98 $48.99 Red Jack 09/98 $29.99 Titanic Jrny Out Time 11/96 $22.99 
-- and engage in turn-base 3-D EEDERAI Byzantine 10/97 $16.99 Last Express 04/97 $17.99 Redguard 11/98 $52.99 TmeWrpDrBrainW95 11/96 $33.99 
space combat! Features multiple P= 2 = = Cals Ctime Saloon 04/97 $19.99 Leisure Suit Larry 7 11/96 $48.99 Reloaded 05/97 $24.99 Tone Rebellion 11/97 $24.99 
skill levels, galaxy sizes and other | . Chronomaster 02/96 $19.99 Lighthouse 09/96 $29.99 Respect, Inc 02/99 $44.99 Tonic Trouble 11/98 $34.99 
options for long-term replayabili- Circle of Blood 11/96 $12.99 Lion n 12/95 $19.99 Returnofthe Phantom 07/93 $11.99 Twinsen's Odyssey 07/97 $29.99 
ty. Multiplayer support for up to : Clandestiny W95 10/96 $29.99 Lost Vikings 2 05/97 $12.99 Return to Krondor 11/98 $45.99 Under Killing Moon 11/94 $12.99 
five players via LAN, direct con- f= Curse of Monkey Isle 11/97 $19.99 Morpheus 10/98 $29.99 Riana Rouge 01/98 $24.99  Versaille 06/97 $39.99 
nect, modem and internet. ae Cyberia 2 09/97 $12.99 Mulan 07/98 $19.99 Riddle Master Lu 10/95 $7.99 Wheel of Time 12/98 $46.99 
Microprose (Strategy) Cyberia 12/94 $19.99 Muppet Treasure Island 08/96 $35.99 Robot Club 08/98 $43.99 Wolf Hunt Be Hunted 09/94 $12.99 
Cydonia 09/98 $39.99 Myst 03/94 $19.99 SPQR 12/96 $19.99 X-Files Adventure Game 06/98 $46.99 
Dark Earth 10/97 $17.99 Myst 2: Riven 11/97 $35.99 Sabrina, Tn Wtch Splibnd 10/98 $34.99 Yoda Stories 04/97 $19.99 
Dark Half 11/98 $44.99 Nemesis 10/96 $16.99 Sacred Mirror of Kofun 11/96 $19.99 Zork: Grnd Inquisitor 10/97 $39.99 
‘LINKS LS 1999’ Features Arnold Sy Andreae Dark Side of Moon 11/98 $46.99 Nerves of Steel 05/95 $16.99 Sanitarium 05/98 $39.99 Zork:Nemesis ___ 04/96 $19.99 
Palmer & others at St Andrews | COMPUTER GAMES: SPORTS 
sak sated ra oblache ne 3D Hunting: Grizzly 12/98 $19.99 Deer Hunter Companion 09/98 $11.99 Links LS 99: Phoenix CC 01/99 $19.99 SS Basketball Pro99 01/99 $46.99 
internet voice chat, and over 25 3D Hunting: Trophy Game 12/98 $19.99 Duffers 12/98 $22.99 Madden NFL 99 10/98 $39.99 SS Football Pro 99 11/98 $46.9¢ 
new play modes. New options for 3D Ultra Mini Golf Dix 11/98 $39.99 ESPN XGames ProBoardr 11/98 $36.99 Mastrerft Extrm Watr Spts 12/98 $19.99 SS Golf Pro 99 12/98 $39.99 
internet play include spectator A Agassi Extrm Tennis 12/98 $19.99 Expert Pool 02/99 $35.99 MS Golf 99 11/98 $38.99 SS Skiing 1999 Ed 12/98 $26.99 
mode and real-time voice chat. APBA Baseball 5 11/98 $35.99 FIFA Road WridCup98 12/97 $19.99 NBALive 99 11/98 $42.99 SS Viper Racing 11/98 $29.99 
The more than 25 available add- Baseball Mg! Wrld Srs_ = 11/98 $28.99 FIFA Soccer 99 11/98 $36.99 NCAA Football 99 09/98 $42.99 Strike Zone 11/98 $26.99 
on courses will still be compatible Baseball Mogul 12/97 $19.99 FOX Sports Soccer99 06/98 $39.99 NFL Blitz 10/98 $39.99 Tiger 99 08/98 $42.99 
with Links LS 1999. Includes a Bass Masters Clssc TE 09/98 $39.99 FPS Skiing 99 11/98 $39.99 NFL Gameday 99 08/98 $42.99 Tiger 99 Tournament Crs 08/98 $18.99 
new mouse swing “powerstroke”. Bass Pro Fishing 06/98 $18.99 Game, Net & Match 07/98 $38.99 NFL QB Club 99 10/98 $44.99 Tiger 99 TPC Courses 08/98 $18.99 
Big Air 12/98 $37.99 Golden Tee Golf 98 08/98 $29.99 NHL Hockey 99 09/98 $42.99 Tiger99 Vegas Courses 11/98 $19.99 
Big Game Hunter 03/98 $19.99 Hardball 6 04/98 $25.99 PBA Bowling 2 03/99 $35.99 TNN Outdoor Pro Hunter 11/98 $26.99 
Bird Hunter 10/98 $17.99 High Heat Baseball 99 11/98 $18.99 PGAChampionship Golf 12/98 $26.99 Triple Play 99 03/98 $37.99 
Brnswk Pro Pool 3D 2 = 12/98 $19.99 High Heat Bseball 2K 03/99 $19.99 Pro18 World Tour Golf 11/98 $39.99 Trophy Buck 12/98 $39.99 
‘TOMB RAIDER Ill’. Lara’s off to Browning African Safari 11/98 $19.99 Inline Extrm Skating 01/99 $19.99 Pro Pool 3D 2 12/98 $19.99 VR Baseball 2000 10/98 $35.99 
even more exotic locations this Brunswick Crct Pro Bowling10/98 $39.99 | K2 Ext Winter Sports 12/98 $19.99 Real Feel Golf 02/99 $44.99 VR Baseball 3 03/99 $35.99 
time around, from the blistering TOMB Cabela Big Gme Hntr2 10/98 $19.99 Knockout Kings 02/99 $44.99 Redneck Deer Huntin’ 08/98 $19.99 VR Bowling 03/99 $29.99 
India to the lush Cabela Special Permit 11/98 $15.99 — Links Extreme 01/99 $25.99  Rmngtn Upland Hunting 11/98 $19.99 VR Football 11/98 $36.99 
islands of the South Pacific. Now PATE SES Deer Avenger 11/98 $25.99 Links LS 98 07/97 $29.99 Snowmobile Racing 11/98 $19.99 World Cup 98 05/98 $44.99 
you can choose your destiny by Fas a E> eg : Deer Hunter 2 09/98 $19.99 Links LS 99 11/98 $39.99 SS Baseball Pro 99 03/99 $29.99 Zebco Pro Fishing 3D 11/98 $19.99 
selecting the order in which you rs! | COMPUTER GAMES: HINT BOOKS 
f the four adventures. i , < 
ne game engine, new ay Action Adventure Role Playing Strategy 
system, vastly Carmageddon 2 12/98 $12.99 Blade Runner 01/98 $14.99 Diablo 02/97 $15.99 Age of Empires 01/98 $14.99 
improved Al, new special effects Cyberstorm 2 11/98 $18.99 Curse of Monkey Isle 01/98 $15.99 Diablo Battle.net 12/97 $14.99 Alpha Centauri 01/99 $16.99 
(rain, snow, fire, & more). Daikatana 01/99 $13.99 Dark Side ofthe Moon 11/98 $17.99 — Elder Scrolls 2 10/96 $11.99 C&C2 03/99 $17.99 
PC CD Daikatana Auth Strat 02/99 $17.99 Gabriel Knight 3 03/99 $17.99 Everquest 12/98 $16.99 Caesar 3 11/98 $16.99 
Dark Forces 2 OSG 12/97 $16.99 Grim Fandango 11/98 $17.99 Land Lore 2 12/97 $13.99 Civ 2 Designers Gde 08/98 $19.99 
PSX Drakan 01/99 $17.99 Journeyman Project 3 02/98 $16.99 Lands of Lore 3 02/99 $16.99 Commandos 11/98 $18.99 
Drakan: Ord of Flame 01/99 $17.99 King's Quest 8 11/98 $16.99 Might & Magic 6 05/98 $16.99 Dominion Storm 11/98 $15.99 
New _ lethal Duke Nukm 3D Atomic 04/97 $16.99 Last Express 06/97 $15.99 Revenant 02/99 $16.99 Dune 2000 11/98 $17.99 
weapons will be at your side as Half Life 11/98 $16.99 Mission Critical 02/96 $14.99 Thief Dark Project 11/98 $16.99 Dungeon Keeper 2 03/99 $17.99 
you obliterate the robot-infesta- Hexen 2 10/97 $13.99 Myst Strategies 12/96 $12.99 Ultima Online 2nd Age 10/98 $17.99 Gangsters 12/98 $16.99 
tion in the mines & on the sur- Lara's Book 11/98 $16.99 Myst 2: Riven 12/97 $14.99 Simulation Heroes M&M 3 02/99 $16.99 
face! Every creature has person- Prey 05/99 $16.99 Obsidian Offcl Strategies 03/97 $16.99 1943 Euro Air War 11/98 $17.99 Homeworld 03/99 $16.99 
ality & its Al is tailored to its Quake 2 01/98 $14.99 Overseer 03/98 $15.99 Falcon 4.0 12/98 $16.99 Populous 3 11/98 $16.99 
environment. In-depth, diverse Rainbow Six 11/98 $16.99 Prince of Persia 3D 05/99 $16.99 MSCombat Flight Sim 12/98 $17.99 Railroad Tycoon 2 11/98 $19.99 
levels with multiple objectives Requiem 01/99 $16.99 Quest for Glory 5 12/98 $16.99  Mechwarrior 3 03/99 $16.99 Settlers 3 12/98 $16.99 
for each mission. Real-time Shadows of the Empire 11/97 $16.99 Return to Krondor 11/98 $16.99 Privateer 3 05/99 $17.99 SimCity 3000 01/99 $16.99 
lighting, new weapons, & new Sin 11/98 $13.99 Shivers 2 04/97 $15.99 Red Baron 3D 12/98 $16.99 Starcraft 05/98 $14.99 
ships. LAN, modem, or TCP/IP Starsiege: Tribes 12/98 $16.99 Star Trek Star FitAcad 12/97 $17.99 — Sierra Pro Pilot 99 11/98 $16.99 Starcraft Brood Wars 12/98 $16.99 
play with up to 8 players. Tomb Raider Anthology 11/98 $15.99 Starship Titanic 08/98 $19.99  Starsiege 12/98 $16.99 Starcraft Scenario Ed 12/98 $16.99 
Interplay Action) Unreal Auth StratGde 08/98 $19.99 X-Files Adventure Game 06/98 $16.99 Top Gun 2: Hornet Nest 12/98 $16.99 Uprising 2 12/98 $16.99 
Unreal Cnstrction Kit 11/98 $15.99 Zork: Grand Inquisitr 12/97 $12.99 X-Wing Collectors Srs 08/98 $15.99 Warlords 3 Dkirds Rsing 11/98 $16.99 
| COMPUTER GAMES: ADULT 
‘REVENANT’ You play Locke 2069 Oriental Sex Odys 11/96 $49.99 Celebrity Nudes 01/95 $19.99  Fantascenes 3 07/97 $39.99 Porno Poker 12/95 $36.9 
D’Averam, a warrior brought Aladdin & City of Sin 04/98 $32.99 Cyber Photographer 08/96 $29.99 Femme Fatale 09/95 $19.99 Private Investigator 08/96 $42.96 
back to life by a ruthless war- All Night Long 06/95 $19.99  CyberStrip Black Jack 05/95 $36.99 From Asia With Love 01/97 $15.99 Private Plsr Park 2 08/96 $39.96 
lord. Your memories & abilities Arabian Nights 03/98 $39.99  CyberStrip Poker 05/95 $36.99 Fun House 04/96 $19.99 Pyramid Maze 08/98 $39.95 
return as the game progresses. re , Asia X 11/95 $29.99 Dada House 02/98 $19.99 Fuzz Buzzers 09/96 $29.99 Romsoft MPEG 3 Pk 02/96 $19.95 
Using a mix of hand painted 2-D : os Asian Paradise 02/96 $29.99 Days of Oblivion 11/98 $49.99 Girlfriend Donna 12/96 $39.99 Samurai Pervert 2 01/97 $49.95 
backgrounds & 3-D real-time eset yes kr ART BJ Babes 01/98 $25.99 Deep Thrt Gris 4Pk 06/96 $49.99 Interact Seymore Bt2 05/95 $48.99 Sex With Farrah 07/98 $42.96 
characters, Revenant takes you Ly (estar ifii | Beverly HI Call Gris 07/96 $19.99 Devil in Miss Jones 12/93 $39.99 Just Jeanna 07/98 $29.99 Sex with Rocky 01/98 $42.9: 
on a journey across the huge ” . Bra Busting Babes 04/94 $19.99 Dirty Debutnt 6 Pk 04/96 $44.99 Nasty Jack 12/97 $23.99 Space Sirens 2 09/95 $34.9: 
island of Ahkuilon. Dynamic & Breaking It 04/95 $16.99 Dirty Tricks 02/96 $39.99 Net Erotique 02/96 $35.99 Strip Poker Pro 2 12/95 $39.9! 
static lighting, & LAN & TCP/IP Bush Pilots 10/95 $18.99 DivaX NJ 11/97 $34.99  Neurodancer 05/94 $29.99 Tabloid Beauties 12/94 $29.95 
Bustin’ Through 09/95 $19.99 Diva X: Kanako 03/98 $34.99 Nightwatch Int 3 07/96 $29.99 Tokyo Nymphs 04/96 $17.95 
Eidos (Roleplaying) Busty Babes Hard Core 11/97 $35.99 Domin-A-Trix 2 09/96 $23.99 One Nine Hundred 09/94 $19.99 Vampire's Kiss 10/94 $34.96 
Cabin Fever 07/97 $34.99 Dream Machine 2 10/96 $49.99 Oriental Syndrome 09/96 $19.99 Virtual Valerie 2 08/95 $32.9: 
Catchin' Kylie 09/98 $39.99 Duke Screw'em 12/96 $49.99 Passion Lair 05/98 $29.99  X-Ploration Female Base 10/98 $49.95 
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COMPUTER GAMES: WAR 


RELEASE Price 


TITLE RELEASE Price TITLE RELEASE PRICE TILE 
101st Airborne Normandy 10/98 $35.99 Close Combat 2 11/97 $19.99 Napoleon in Russia 05/97 
Achtung Spitfire 09/97 $39.99 Close Combat 3 12/98 $48.99 North Vs. South 11/98 
Aegis 04/94 $19.99 Combat Mission 05/99 $45.99 Oper Art War Exp Pk 1 12/98 
Afrika Korps 04/99 $42.99 CustersLastCommand 10/95 $28.99 OperArtWarExpPk2 01/99 
Age of Sail 11/96 $29.99 D-Day Amer Invades 09/95 $34.99 Operation Crusader 09/94 
Aide de Camp 07/94 $44.99 Defend the Alamo 10/95 $19.99  Opertional Art of War 06/98 
Aide de Camp 2 01/98 $44.99 Dragons in the Mist 05/98 $23.99 Opertional Art War 2 03/99 
Allied General 12/95 $19.99 Dragoon Bttle Pk 1-5ea 09/98 $22.99 Oprtn: Blood & Guts 04/99 
American Civil War 06/96 $27.99 East Front 11/97 $39.99 Over the Reich 11/96 
Banzai 04/91 $9.99 East Front Camp 03/98 $19.99 Pacific General 07/97 
Battle of Britain 1940 01/99 $37.99 Empire 2 Art of War 09/95 $12.99 Pacific General Budget 07/98 
Battle of Bulge 03/99 $42.99 Fifth Fleet 11/94 $18.99 Pacific Tide 02/99 
Battlegrnd Antietam 11/96 $18.99 Flight Commander 2 01/95 $34.99 Panthers in Shadows 09/95 
Battlegrnd Bulge 10/96 $19.99 Great Battles Caesar 03/98 $29.99 Panzer General 2 10/97 
Battlegrnd Bull Run 05/97 $19.99 Great Battls Alexndr 06/97 $34.99 Panzer General 3 03/99 
Battlegrnd Gettysbrg 12/95 $18.99 Great Bttles Hannibal 11/97 $29.99  Panzerblitz 03/99 
Battlegrnd Mid East 07/99 $42.99 Guadalcanal 04/99 $39.99 People's General 09/98 
Battlegrnd Shiloh 07/96 $18.99 Harpoon 2 06/94 $18.99 Prelude to Waterloo 10/97 
Battlegrnd Waterloo 05/96 $18.99 Harpoon 4 07/99 $46.99 Road to Moscow 02/99 
Blitzkrieg 05/99 $39.99 Harpoon 97 11/96 $29.99 Semper Fi 02/98 
Broken Alliance 12/96 $23.99 Harpoon Classic 10/94 $13.99 Sid Meier's Gettysbrg 10/97 
CincPac Midway 10/94 $15.99 Kingmaker 10/98 $29.99 Stalingrad 02/95 
Civil War Generals 11/97 $46.99 Medieval 07/98 $32.99 Steel Panthers 10/95 
Close Combat 07/96 $19.99 Napoleon 1813 12/98 $42.99 Steel Panthers 2 11/96 
BOARD GAMES 
1830 RR & RbbrBrons 12/94 $25.99 Command atSea Rules 05/96 $15.99 Kremlin 12/94 
4 Battles Anc. World 01/95 $21.99 Crimson Skies 11/98 $29.99 Lionheart 10/97 
Across 5 Aprils 12/94 $23.99 Decision in France 09/96 $19.99 Midway 12/94 
Advanced Civilization 12/94 $28.99 Deluxe Diplomacy 12/94 $44.99 Mississippi Queen 11/98 
Advanced Squad Leader 12/94 $42.99 Eagle Kingdoms 09/96 $16.99 Monopoly Deluxe 05/98 
Advanced Third Reich 12/94 $41.99 Edison & Co. 06/98 $36.99 Monsters Ravage America 08/98 
Age of Renaissance 12/96 $44.99 Empire Builder 03/96 $28.99 Napoleon's Battles 12/94 
Nirlines 08/98 $34.99 Empires in Arms 12/94 $33.99 Nation on Trial 08/98 
Axis & Allies 11/94 $42.99 Flight Leader 12/94 $24.99 On To Richmond 06/98 
3attle Mist 10/98 $42.99 For The People 08/98 $43.99 Pax Britannica 12/94 
3attle of the Bulge 03/95 $19.99 Gettysburg 12/94 $17.99 Raid on Richmond 05/95 
3ells of War 05/98 $42.99 Give Me Liberty 04/95 $22.99 Rebels & Redcoats tor 2 05/95 
3lue & Gray 10/95 $25.99 Guerre de |'Empereur 11/98 $42.99 Republic of Rome 12/94 
3reakout:Normandy 12/94 $24.99 Hannibal 03/96 $33.99  Richtofen's War 12/94 
3ritannia 12/94 $21.99 Harpoon Rulebook 11/96 $15.99 Rise of Luftwaffe 01/95 
caesar & Cleopatra 11/98 $25.99 History of the World 12/94 $29.99 Risk 03/96 
Campaign to Stalingrd 01/95 $29.99 Hitler's War 12/94 $16.99 Russian Campaign 12/94 
Campaigns Civil War 02/95 $24.99 Hobbit Adventure 06/95 $32.99 Samurai Swords 04/97 
circus Maximus 12/94 $11.99 Joan of Arc 08/98 $49.99 Scrabble Dix 08/97 
Colonial Diplomacy 01/95 $44.99 Knightmare Chess 2 06/98 $13.99 Settlers of Catan 11/96 


PLAYSTATION NINTENDO 64 


4 Bug's Life 11/98 $42.99 Madden Football 99 09/98 $42.99 Bomberman Hero 09/98 
Apocalypse 11/98 $39.99 March Madness 99 02/99 $44.99 Conker's Quest 01/99 
Armored Core Proj Phan 10/98 $36.99 NBA Inthe Zone 99 02/99 $46.99  Cruis'n the World 10/98 
Battleship 01/99 $39.99 NHL Hockey 99 09/98 $42.99 Dual Heroes 11/98 
Bomberman Phantasy Race01/99 $44.99 OddWorld Abe's Exodus 11/98 $44.99 Duke Nukem Zero Hour 03/99 
83roken Sword 2 04/99 $44.99 PSX Dual Analog Contr 05/98 $29.99 Earthbound 02/99 
Civilization 2 01/99 $39.99 Sony PSX 7000 06/98 $139.99 F-Zero 64 11/98 
Zolony Wars 2 Vengeance 11/98 $41.99 Parasite Eve 09/98 $49.99 FIFA Soccer 99 12/98 
Srash Bandicoot Warped 11/98 $42.99 Silent Hill 03/99 $44.99 Jet Force Gemini 02/99 
Jarkstalkers 3 11/98 $36.99 Tenchu 09/98 $44.99 Knife Edge 11/98 
Juke Nukem Time Kill 10/98 $44.99 Tomb Raider 3 11/98 $49.99 Legend River King 02/99 
Jeff Gordon Racing 01/99 $46.99 Twisted Metal 3 11/98 $42.99 Legend of Zelda 11/98 
_egacy Kain Soul Reavr 01/99° $46.99 WCW NWO Live Thunder 12/98 $45.99 Madden Football 99 09/98 
_unar Silver Star Story 01/99 $54.99 Xenogears 10/98 $46.99 Monaco Grand Prix 02/99 


COMPUTER GAMES: BUNDLES | COMPUTER GAMES: ARCADE 


$17.99 
$45.99 
$22.99 
$22.99 
$18.99 
$39.99 
$42.99 
$35.99 
$33.99 
$29.99 

$9.99 
$45.99 
$41.99 
$33.99 
$44.99 
$42.99 
$29.99 
$19.99 
$44.99 
$32.99 
$22.99 
$29.99 
$19.99 
$19.99 


$15.99 
$35.99 
$24.99 
$34.99 
$32.99 
$32.99 
$28.99 
$19.99 
$34.99 
$19.99 
$21.99 
$26.99 
$32.99 
$21.99 
$24.99 
$34.99 
$19.99 
$42.99 
$42.99 
$29.99 


$52.99 
$53.99 
$52.99 
$56.99 
$68.99 
$66.99 
$52.99 
$54.99 
$62.99 
$49.99 
$54.99 
$69.99 
$53.99 
$59.99 


TITLE 
Steel Panthers 3 
Steel Panthers Arsenal 
Steel Pnthrs 2 Cmp 1 
Stl Pnthers Cmp 1-2ea 
Storm in the West 
TACOPS 98 
Taisho 
Tank Resistance 2024 
Third Reich 
Tides of War 
Tigers on Prowl 2 
V Victory Bundle 
V Victory Utah Bch 
V Victory Velikye Luki 
War Along the Mohawk 
War Inc. 
War in Europe 
War in the East: 1-5 ea 
Wrgme CS2 SD12or13ea 
Wargame CS2 SD5 
Wargame CS 3 w/CD 1 
West Front 


Wrhmmr 40k Rites of Wr 


Zulu War 
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RELEASE PRice 


11/97 
05/98 
04/97 
08/96 
04/98 
02/99 
06/99 
05/99 
10/96 
11/98 
12/96 
11/95 
02/95 
02/95 
09/98 
10/97 
10/98 
04/98 
11/94 
04/96 
06/97 
11/98 
03/99 
09/96 


$17.99 
$36.99 
$14.99 
$14.99 
$33.99 
$35.99 
$47.99 
$39.99 
$29.99 
$26.99 
$41.99 
$27.99 

$9.99 

$9.99 
$19.99 
$29.99 
$39.99 
$24.99 
$14.99 
$14.99 
$19.99 
$37.99 
$42.99 
$29.99 


Action Hall of Fame 11/98 $35.99 Quake: The Offering 10/98 $29.99 Asteroids 11/98 
Ages of Myst 10/98 $49.99 Rebel Assault 1 & 2 10/98 $32.99 Balls of Steel W95 01/98 
Battlegrnd: Coll 1 or 2a 10/98 $37.99 Sierra's Quest Series 1 11/98 $35.99 Centipede 10/98 
Sabriel Knight Coll Ed 12/98 $36.99 StarTrek Fed Compltn 11/98 $19.99 Choplifter 12/98 
3reat Battls Sries CE 10/98 $37.99 TotAnnihiltn Comm Pk 11/98 $46.99 Earthworm Jim 3D 12/98 
Might & Magic Compilatn 11/98 $29.99 Ultimate Wizardry Archvs 11/98 $26.99 Get Medieval 09/98 
olice Qst SWAT Free Pck 11/98 $39.99 Ultimate WW2 Gme Cllctn 10/98 $38.99 House of the Dead 09/98 
?rince Persia Coll LE 11/98 $18.99 You Dn't Knw Irrvrnt Coll 11/98 $42.99 Machines 02/99 


COMPUTER GAMES: TRADITIONAL 


3attleship 11/96 $19.99 Scrabble 09/96 $24.99 
30ggle 10/97 $19.99 Shanghai Double Pack 09/97 $25.99 
3ridge Delux 2 W95 02/98 $21.99 Shanghai Dynasty 12/97 $36.99 
Brunswick Billiards 06/97 $23.99 Slingo 10/98 $19.99 
chessmaster 6000 09/98 $34.99 Solitaire Dix W98 11/98 $35.99 
Clue: Murder Boddy Mnsn 10/98 $27.99 Sorry 04/98 $19.99 
Dragon Dice 06/97 $19.99 Star Trek Game Show 04/98 $35.99 
Game of Life 11/98 $27.99 Star Wars Behind Magic 10/98 $42.99 
Hong Kong Mahjong 12/96 $21.99 SWars Millenm Ficn Plyst 11/98 $44.99 
Hoyle Card Games 11/98 $29.99 Stratego 11/98 $27.99 
Jeopardy by Hasbro 10/98 $27.99 Ultimate Yahtzee 11/96 $19.99 
Kuba 12/98 $29.99 Wheel of Fortune Hasbro 09/98 $27.99 
Monopoly 10/95 $28.99 X-Files Unres Access 04/98 $28.99 
Relativity 11/98 $39.99 You Don't Know Jack4 11/98 $39.99 


FREE GAME OFFER! 


Spend the specified amount on any in-stock software and choose one free 
IBM game from the corresponding list. Request must be made at time of 
order. Offer good on in-stock software only, while supplies last. Limit 2 per 
customer. Valid through 02/01/99. 


$35.99 
$29.99 
$37.99 
$44.99 
$37.99 
$29.99 
$39.99 
$44.99 


Squad Leader 
Starship Troopers 
Stellar Conquest 
Stonewall in Valley 
Stratego 
Successors 

Tac Air 

Texas Revolution 
The New Acquire 
Twilight War 

U.S. Rails 

Victory in Normandy 
War To End All Wars 
War of 1812 

War of the Rebellion 
We the People 
Wizards Quest 
Wooden Ships !ron Men 
World War One 
Yellowstone 


12/94 
03/96 
12/94 
05/95 
07/96 
03/98 
12/94 
05/96 
06/95 
10/98 
12/96 
02/95 
08/98 
01/95 
04/98 
12/94 
01/95 
12/94 
09/95 
11/98 


Ea 


$25.99 
$29.99 
$19.99 
$29.99 
$19.99 
$49.95 
$24.99 
$18.99 
$25.99 
$16.99 
$12.99 
$11.99 
$17.99 
$34.99 
$28.99 
$34.99 
$21.99 
$21.99 
$11.99 
$21.99 


N64 Controller Gray 10/96 $26.99 
N64 System 09/96 $139.99 
NASCAR 99 09/98 $54.99 
NBA In the Zone 99 02/99 $56.99 
NFL QB Club 99 11/98 $64.99 
NHL Breakaway 99 11/98 $54.99 
Penny Racers 01/99 $52.99 
Pertect Dark 02/99 $62.99 
RayMan 2 03/99 $62.99 
Shadowman 01/99 $66.99 
South Park 12/98 $66.99 
Star Wars:Rogue Squad 12/98 $54.99 
Turok Dinosaur Hunter 2 11/98 $64.99 
WCW/NWO Revenge 10/98 $64.99 
MS Pinball Arcade 11/98 $31.99 
Pro Pinball Big Race USA 11/98 $29.99 
Rogue Squadron 12/98 $46.99 
Silver 02/99 $32.99 
South Park 04/99 $43.99 
Speed Busters 11/98 $37.99 
WCW Nitro 12/98 $39.99 
Wetrix 02/99 $32.99 


Spend $60 Armed & Delirious CD, Cyberjudas CD, Red Baron/A10 CD, 


Spaceward Ho 4 CD 


Spend $100 British Open Golf CD, Empire 2 CD, Star Trek Generations CD, 


Wages of War CD 


Spend $200 Apache Gold CD, Doom 2 W95 CD, Jutland CD, Under a Killing 


Moon CD 


visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 
subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 


applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The 
‘per order’ charge is charged once per order placed, the “per item” charge is charged once 
for each item ordered and the "per shipment’ charge is charged once for each shipment we 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to 
Computer Games Strategy Plus. Call for details. 


Standard 

U.S. Mail 

7-10 Days 
Per Order $1.00 
Per Shipment $1.25 
Per Item $0.75 


Priority 
U.S. Mail 
2-3 Days 

$2.00 

$1.00 
$1.00 


©1998 CHIPS & BITS, INC 


Express Express Mail To Mail To 
anada The World 
2 Day 1 Day 4-7 Days = y’ 
$2.00 $2.00 $2.00 $2.00 
$5.00 $13.00 $2.00 $2.00 
$1.00 $2.00 $2.00 $6.00 


‘ROAD TO MOSCOW’ 
Control Russian or 
German troops while 
the game engine sim- 
ulates movement and 
engagements. Play 
any of 12 scenarios or 
command the entire 
Eastern Front. Wage 
war on real terrain 
with realistic com- § 


mand and control - no 


hexes, no turns, just 

pure simulation of mil- |” 
itary command. 
Authentic, richly eae 
detailed maps convey } aaa 
tremendous depths of | 
information. 


Inter. Magic poe 
Release: 2/9 
PC CD 


‘BATTLE OF BRITAIN’ Fight this 
historic battle as the German 
attackers or the British defenders. 
As the German player you can 
launch up to 100 raids/day, select- 
ing from over 300 targets. As the 
| British defender you select 
squadrons to intercept raids, 
place squadrons on patrol, & 
move AA guns & barrage baloons. 
Includes all planes from battle, tar- 
get types, & night rules. 
Talonsoft ier 
Release: 1/9 
PC CD 


“LUNAR SILVER STAR’ Join Alex 
as he begins a quest to save the 
land from the advance of the 
Magic Emperor. Explore dun- 
geons, fight monsters, & gather 
information as you advance 
toward confrontation with the 
Emperor himself! Features menu- 
driven combat & over 45 minutes 
of awesome animation sequences! 


Working Designs 
Nets 
Release: 1/9 

PSX 


‘SONY PLAYSTATION’ CD 
quality sound & full frame 
video at 30 frames/sec. This 
system can render up to 
360,000 polygons/sec — for 
smooth & seamless graphics. 
Realistic digital lighting & tex- 
ture mapping, & 360 degree 
& | camera movement keeps you in 
the action at all times. Includes 
controller, backup ram, power 
cable & TV connector 
Sony (Hardware) 
Release: NOW 
PSX 


‘LEGEND OF ZELDA’ Link is back 
».| to explore new worlds & rescue 
4 Princess Zelda from the evil 
clutches of Gannondorf. Explore 
massive, mystical 3D worlds, 
gleaning information from natives 
& battling bosses. Make use of 
maps that are specific to each 
Me level & use the 3D attention but- 
fi ton to circle your enemies or 
objects of interest. 


Nintendo Heated A 
Release: 12/9 
N64 


D)'NINTENDO 64 SYSTEM' 
The Nintendo 64 system is 
the world’s most advanced 
game system, providing 64 
a) bit graphics and CD quality 
sound at a fast 93.75 MHZ. 
Real time rendering & anti- 
aliased graphics immerse 
you in incredible video 
world. Comes packed with 
One controller, power cable 
and TV connector cable. 
Nintendo (Hardware) 
Release: NOW 
N64 
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They want your help 

In your December editorial [“Techno-ranting”] 
you write about the balance between gameplay 
and technology, or the lack thereof. It will never 
be possible to please everyone, but the industry 
can certainly do better. But for that to happen 
the industry needs the gamer’s help. | read a lot 
of complaints about the industry from many 
forums, but | rarely ever see suggestions on 
how to fix what is wrong. It’s always difficult to 
guage the consumer's reaction. We've received 
several hundred responses on MechCommander 
from over 200,000 sales. With such a minuscule 
ratio it’s hard to determine exactly what the 
gaming community's feelings are. 

All the comments sent to us are read. 
Responses that go beyond, “You guys rock” or 
“You guys suck” and give suggestions are for- 
warded to the design teams. You should urge 
your readers to send comments (either electron- 
ic or postal) about every game and demo they 
play to the game companies that made them. 
The feedback that we need is simple, “I liked 
this, | didn’t like that.” Suggestions for features 
are helpful as well but the gamers need to real- 
ize that not everything that sounds like a good 
idea actually is a good idea. Many of the ideas 
suggested for a game were probably in the 
game at some point and were removed because 
they actually took away from the game. 

There appears to be a rift opening up 
between the game makers and the game play- 
ers. It’s often echoed that the game industry 
needs the gamers. While obviously true from a 
monetary perspective, it’s even more important 
from a design perspective. We read the Usenet 
newsgroups, the various message boards, as 
well as fan web sites. Unfortunately these rep- 
resent a very tiny fraction of the target audi- 
ence. The more input we get the closer we can 
come to the gamers’ expectations. 

Scott Janssens 
FASA Interactive 


(Not) ranting on Techno-ranting 
| must agree with your concern regarding the 
staggering cost and learning curve associated 
with putting together and maintaining a PC 
designed for gaming [“Techno-ranting, CGS+ 
97]. | was in a software store the other day talk- 
ing to a friend of mine about some of the 
newer games that have come out. Each of us 
had a game tucked under our arms that we 
were preparing to buy. | noticed two kids look- 
ing at some of the games on the shelf longing- 
ly. They looked solemnly at the boxes for a cou- 
ple of minutes, then left the store. 

| realized that the hobby of computer gam- 
ing is really geared toward adults, leaving kids 
in the dust. Yes, many kids are hardcore gamers 
who have the resources and have acquired the 
knowledge necessary to run the games they 
want to buy (in fact, I’m sure that they com- 
prise the majority of those that have kicked my 
butt playing Age of Empires on the Internet 


Gaming Zone), but it seems that this is a small 
percentage of kids overall. 

Case in point: my son has a friend who is 11 
years old. His family has had a computer for a 
few years, but none of them are what you 
would consider computer savvy. He just got 
Tomb Raider II for his birthday. He has a 90MHz 
Packard Bell with all of their proprietary boards 
and no 3D card and the game won't run right. 

Anyway, my point is that I’m sure he’s not 
alone and I’m sure the experience has been 
very frustrating for him. I’ve read the average 
age statistics of gamers (early to mid-thirties), 
but it just never hit home to me that games 
have really become inaccessible to kids these 
days. Heck, when | was a kid, we could go out 
and buy an Atari game for $15-20 bucks, take it 
home, and plug it in and play. We didn’t have 
to worry whether or not it would run, and we 
certainly didn’t have to pay $50 for a title. Of 
course, | guess that’s what Nintendo and Sega 
are all about, but they too are now priced at 
$40-60. Inflation has increased the price of 
games, but most allowances haven't increased 
much (from my limited polling of the kids in 
our neighborhood, anyway). 

| guess computer gaming is to our generation 
what miniature trains and remote racing cars 
were to our fathers. There was no way any of my 
friends or | had the money to buy those cool 
remote racing cars (I’m talking about the really 
fast ones that cost over $100 back then), but we 
sure liked to watch people race them at the lot 
near our hobby shop. | don’t know what the 
answer is, | just wanted to let you know that | 
share your concern and wanted to relate some 
concerns of my own. | really enjoy your thought- 
ful commentary and the quality of your maga- 
zine. Please keep “raising the bar” for the other 
magazines by continuing to print what counts. 

Stephen R. Thompson 
Valley Cottage, NY 


USB Mice 


In response to “The Universal Serial Mouse” 
[CGS+ 97, p. 134], for non-USB (PS/2 and serial) 
mice, the default sampling rate in Windows 
95/98 is 40hz. In NT, it’s 60hz. There are utilities to 
check this, and many techies have written their 
own. [one can be found at ftp.gamesnet.net/ 
pub/bluesnews/misc/mouserate.zip] For USB 
mice, the default sampling rate for both flavors 
of Windows is 120hz. This is a large improve- 
ment over non-USB mice. 

Take this situation: the screen is updated 60 
times per second, but the computer only 
checks the mouse port 40 times per second. 
This means that when you make large and 
steady turns (by mouse looking), the screen 
isn't updated evenly; for every three frames, 
you will get the screen updated twice. That's 
what results in the “perceived increase in per- 
formance” with USB mice. 

One very neat utility that recently became 
available actually allows you to modify your 


sampling rate in Windows 95/98. It’s called 
PS2RATE, by Jutha Kujala and is available at 
ftp.gamesnet.net/pub/bluesnews/misc/ 
ps2rate04.zip. This changes the mouse sam- 
pling rate for PS/2 mice only (not serial mice.) 
The reason that developers and gamers alike 
are so passionate about sampling rates is because 
there is a difference—a large one at that. 
Radoslav Boev 
New York, NY 


Trespasser elicits responses 

Hey, what is so bad about Trespasser [CGS+ 98]? 

| love the graphics and dinosaurs, and even the 

voice-over with Richard Attenborough. Sure 

the hand-control is out of whack, but I’ve heard 

patches are coming for that. 

The combination of great graphics and amaz- 

ing dinosaur figures does not equal 2/5 stars. 
Mike Isabell 
Rockford, MI 


| just wanted to mention how impressed | was 
with the review of Trespasser. Right on! The 
author managed to nail everything right on the 
money... and | hope the developers took note! 
It’s the eloquence of not only literary delivery, 
but the downright attention to detail that shows 
he was willing to spend some time with this 
game. He has the critical knowledge and experi- 
ence to identify the problems succinctly. and was 
definitely the right guy to review this game. 
Colin Maclnnes 
Via Internet 


Incoherent Request of the Month 

You should have pics of Soulblighter all over 

the next issue. Make Soulblighter horny and 

sexy. Send me the horny pics too. 

Pleeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeecee 
eeeease. If you don’t, | won't subscribe again. 
Doug Zartman 

Bungie Software 


Obviously the folks from Bungie have been spend- 
ing too many hours working on Myth II: 
Soulblighter. But now that they mention it, that 
Soulblighter is sorta cute, in a “pissed off evil guy 
with exposed gums and teeth” sort of way.... —ed 


ERRATA: In the CD section of issue 97, we mis- 
takenly listed the publisher of Railroad Tycoon II 
as GT Interactive. The game is published by 
Gathering of Developers. Additionally, the star 
rating for the review of Limb from Limb in issue 
98 was incorrect. It should have received a 4 
Star rating. We regret both errors. 


WE’RE LISTENING 


Send all correspondence to 
editor@cdmag.com 
Letters may be edited for space considerations. 


COMPUTER GAMES 


FROM THE CREALORS OF SYSTEM SHOCK’ AND ULTIMA" UNDERWORLD" 
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“Thief may very well Gef me a new Standard 


for mteraction and immersion. —PC Gamer 
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‘“Lhe atmosphere and gameplay 


make this one stand alone. 


— Computer Gaming World 
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